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PHEW! We finally made it back to 
84 pages, and believe me, it feels great. 
Now we have the room to deliver the 
magazine we want to. There's just so 
much to cram into this magazine that 
sometimes certain things are left out or 
put aside for a later issue. An example of 
this is the ever-sought after Buyers 
Guide. We lost the Buyers Guide because 
essentially 2-6 pages of gaming 
information that barely changes issue to 
issue could be better used giving you 
more previews, or more news. We'll run 
a Buyers Guide soon, but there really 
isn't a lot to update one with, however, 
when we do re-run this 'bible to some', 
rest assured its going to have ALL of 
Nintendo's killer games. We have a huge 
issue this month, as we introduce you to 
Golden Sun from Nintendo. An 
adventure so big we extended the review 
to four pages! We also give you a 
collective look at everything you need to 
know about GameCube, and even 
managed to squeeze in a Nintendo 
Gamer Vs. Nintendo Game Guru's 
multiplayer battle for you to enjoy. Those 
Nintendo Helpline guys are pretty good, 
so good in fact, that we might give them 


their own section in our 
magazine starting next 
month. So if you're sick 
of Bad Ass paying you out, 
just ask the game help guys and 
they'll be happy to answer 
anything you throw at them. 
Above all of this at least realise 
that another month has gone by, 
and that means, for you guys, 
GameCube is another month 
closer- just hang in there. 

Stephen Farrelly 
Editor 
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FRONT 


Every month Nintendo Gamer will keep you up to date on everything Nintendo 



SQUONY? 

Sony buys into a struggling Squaresoft 


hat's right readers, you may have all been waiting with 
baited breath to find out if Squaresoft were going to 
pledge their undying love and support for the little purple 
cube that could. But any such announcement may never be heard 
now as news of Sony Corp. Buying at least 19% of Squaresoft has 
recently come to light. The investment came as Squaresoft 
announced that their pledging game development could be put on 
hold thanks to a poor return from the Final Fantasy movie. The 
troubled company was offered an investment from Sony to keep 
them afloat and was obviously in no position to say no. However, 
Square President Nao Suzuki hasn't said that any of their products 
are now Sony exclusive. Suzuki openly spoke about the company's 
desire to create games for Came Boy Advance, but has committed 
nothing and as our good rumour merchant will tell you later, may 
be having to consider a compromise for developing for the hand¬ 
held. Either way, this news definitely comes as a huge surprise to 
Nintendo Gamer, but we'll follow the story all the way and let you 
know of any more developments. 





More Sega love 


Sega commits two more for GameCube 


® ecently at the Tokyo 
Game Show in, you 
guessed it, Tokyo, Sega 
announced a port of its 
Dreamcast RPG Skies of Arcadia 
and a port of the Xbox 
developed World Series Baseball 
2003. Both games are welcome 
additions to the GameCube's 
already strong software line-up, 
especially Skies of Arcadia which 


is a very addictive and engaging 
RPG for everyone still starved of 
the N64’s lack of RPG goodness. 
More and more Sega support is 
coming our way and we’ll be 
the first to cheer when and if 
[ever] an Alex the Kidd revival 
appears on our new system of 
love, until then though, just yell 
"Sonic, Sonic, Sonic, Sonic, 
Sonic, Sonic, Sonic, Sonic!". 
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New Resident 



Short n 
sweet 

Blink of an eye 

® ecently Toys R Us and 
other online order 
stores launched a 
pre-order sale of GameCubes. 
And, according to all 
participating order stores, sold 
out in under five minutes! It's 
not known how many units 
were up on offer, but Toys R Us 
being the biggest toy company 
in the world certainly wouldn't 
have had a small number. 
GameCube is looking to be the 
system of choice, can't wait 
until an Aussie release date is 
announced - 


Luigi’s mansion this aint! 

0 ollowing our extensive screenshot blow-out from last 
issue of this amazing game from Capcom, we have a 
batch of new screens for you showing off the mansion 
and surrounding areas. This game is looking almost too real, 
and if you thought playing Dual Heroes was scary, prepare to 
engage in something that will literally make you soil your 
pants. Over the next few issues we'll continue to bring you 
more and more screens of this incredible revival of RE on 
GameCube, so until next issue turn off that inferior B-grade 
movie Bad Taste and wait for more drool-liscious screens. 
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News 



CONFOUNDING 

BEAUTY 


More Galleon screens ooze with style 


/■ v 


mJ 


onfounding Factor’s 
Galleon is becoming the 
talk of the town, as the 
new title delivers a huge 
fantastical 3D world full of 
puzzles, exploration and Kung- 


Fu (what more could you ask 
for?). And as the game is 
GameCube exclusive for at least 
3-6 months, it’s a special treat us 
Nintendo fans can lap up with a 
smug smile. Ffere this issue we 


have some new screens showing 
off the massively detailed world 
Toby Gard has created for his 
swash-buckling hero. We'll talk 
to the Confounding Factor team 
very soon. 



TUNED to TONY 

The Tony Hawk Pro Skater 3 soundtrack has been unveiled 



0 inally! I have a reason to write about AFI 
in Nintendo Gamer. If you're a long¬ 
time reader of this mag, you'll all know 
that Andy and myself are always wearing 
something that has AFI written on it. AFI is a 
punk band we've loved for many years, and 
now, thanks to THPS3, we have a reason to talk 
about them (oh, and some other bands I guess). 
Recently Activision and Neversoft revealed to 
the world the THPS3 soundtrack, with a huge 
list of bands and the announcement that a 
separate soundtrack CD would be released along 
side the game. This is awesome news as in the 
past, particular record labels wouldn't allow the 
combination of certain bands or groups on a 
collective soundtrack, now though, thanks to 
careful consideration, each contributor to the 
new soundtrack has committed their song to a 
THPS3 soundtrack and it's all very sweet! We 
have a list of the bands and their song- Enjoy! 


► The Ramones m Blitzkrieg Bop 

► Red Hot Chili Peppers ■ Fight Like A 
Brave 

*KRS-One m Hush 

► Motorhead m Ace of Spades 

► Rollins Band ■ What's the Matter Man 

► House of Pain m I’m A Swing It 

► Xzibit ■ Paparazzi 

► Ozomatli m Cut Chemist Suite 

► Alien Ant Farm m Wish 

► Redman m Let’s Get Dirty 

► Del the Funky Homosapien ■ If You 
Must 

► AF/ ■ The Boy Who Destroyed The 
World 

► Reverend Horton Heat ■ I Can’t Surf 

► Adolescents ■ Amoeba 

► CKY m 96 Quite Bitter Beings 

► Zebrahead u Check 

► Guttermouth ■ I’m Destroying the 
World 

► A/extmen ■ Amongst Madness 

► Body jar m Not The Same 

► Mad Capsule Markets m Pulse 
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LOGIC 


TETRIS 



YOU CAN’T GET IT 
OUT OF YOUR HEAD. 


Tetris is back, with a new look and new variations of the most popular videogame ever created. 
Are you ready to become obsessed all over again? 



NOWON 


GAME BOY advance 


Deceptively simple, completely addictive. 


Tetrisn;' Elorg 1987. Tetris Worlds*: ’ Elorg 2001. Tetris Logo by Roger Dean; ' The Tetris Company 1997. All Rights Reserved. Original Concept & Design by AJexey Pajitnov. 
■E-/N—» ^ Tetrisn and Tetris Worlds* licensed to The Tetris Company and Sublicensed to THQ Inc. Tetris Worlds designed by Blue Planet Software, Inc. Developed by 3d6 Games, Inc. 3d6 
k Games and its logo are trademarks of 3d6 Games. Inc. Nintendo, Game Boy, Game Boy Advance and the official seal are trademarks of Nintendo of America Inc. '1989,1998,2001 

Nintendo of America Inc. THQ and the THQ logo are trademarks and/or registered trademarks of THQ Inc, AH Rights Reserved. 


www.thq.com 


Available at these and all good game retailers 
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TOADOVSKY 

A MONTHLY RUMOUR REPORT, WRITTEN BY THE WORLD-RENOWNED 
CONDUCTOR. WITH HIS CLASSICALLY TRAINED EAR THERE'S NOT A 
WHISPER OR MURMUR THAT ESCAPES HIS ATTENTION 


fault so, out of the kindness of 
my heart and my love for you 
readers, here's this month’s 
rumours. 

MORE SEGA ON THE WAY 

As you know there have been 
many games announced for 
GameCube by Sega thus far, 
and during the last leg of our 
tour one of my biggest fans, 
Charles Bellfield, Vice President 
of Strategic Planning and 
Corporate Affairs for Sega of 
America, had this to say. 
"GameCube gives us a great 
opportunity with the likes of 
Sonic- for example, Sonic 
Adventure 2 for GameCube. 
Plus a whole sweet bunch of 
other stuff that we haven't 
announced yet - I know what it 
is and you don’t, ha!" His 
insolent tone surprised me so I 
refused to autograph his wife's 
underwear (which would have 
taken all day). This is good 
news for Nintendo fans as it 
means more Sega support and 


let slip that the version of Soul 
Calibur 2 that was shown at 
Spaceworld may or may not 
have been running on this new 
arcade board, which apparently 
is designed from the GameCube 
hardware. Although nothing 
official has been said, this is 
very tasty news. 

TIDBITS 

Close conversation with a fellow 
maestro working at Capcom has 
revealed that the company has 
another big franchise to bring to 
the GameCube. Even though 
the GameCube has launched in 
Japan many big developers are 
still under NDA's (non-disclosure 
agreements) and can't reveal 
some of their titles unless given 
the word by Nintendo. Even 
though the Square rumours 
have ceased because of Sony's 
investment, they are still in talks 
with Nintendo to bring games 
to the GBA. Speaking with Mr. 
Yamauchi the other day he told 
me, "Square will not touch the 
GBA unless they bring me some 
exclusive GameCube games. 
They think they can jump ship 
anytime they choose but they 
don't know who they're 
messing with." He’s really a nice 
guy when you get past the iron 
curtain exterior. 

I'm running out of space so I 
can't really talk about that time 
Miyamoto, Yamauchi, Iwota and 
I went to a strip joint to 
celebrate the launch of the 
GameCube in Japan. This isn't 
an R rated magazine and that's 
a story for another day. 


. . .1 ell what do we have 
YY I here? A new-look and 
^J re-named Nintendo 
Gamer. Quite possibly done to 
hide the poor excuse for a 
writing team working here. 
Those of you who remember, I 
wrote the rumour column when 
this little shindig was called N64 
Gamer. Those of you who don't 
know me, I'm a world- 
renowned videogame composer, 
an expert covert-op and my 
favourite colour is red. Where 
have I been for the past six 
months? Well to put it plainly I 
was conducting the Royal 
Mushroom Philharmonic on 
their "2001: Bitches and 
Strings" world-tour. Still, there 
was ample time for me to write 
this column but the powers that 
be, Mr. Stephen Farrelly, 
thought that I wasn't competent 
enough to handle the job. So as 
a result, Stephen is responsible 
for the disgraceful state of 
rumour reporting found in 
Nintendo Gamer as of late. 


library for Nintendo GameCube. 
How about a new Nights game? 


NINTENDO RE-ENTERING THE 
ARCADE RACE? 

It seems that during our 
intermission of "Flight of the 
Koopa-Troopa", a few Namco 
'employees' were going over 
the schematics of a new arcade 
game board. When I asked 
them why they hadn't been 
paying attention to the 
masterful piece I'd just 
conducted, they answered with 
a wry smile and a whisper of 
their excitement over a new 
Nintendo/Namco arcade 
venture. After a few minutes of 
complimenting me on being the 
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FROM THE FRONT 


From software opening up on GameCube 


apanese development 
house, From Software 
has been showcasing 
their unique GameCube 
offerings of late. You may 
remember some of these 
screens from our Spaceworld 
eye-candy section two issues 
ago. The dark and freaky game 
that looks like a Salvador Dali 
painting come to life is called 
Rune, while the colourful title is 
called Gold Star Mountain. 

Rune is an RPG with a 
difference, as within the 
game you use cards to 
attack your enemies, 
beyond this however, not a 
lot is known about this titles 
story or premise, one thing's 
for sure though, it certainly 
looks very different to 
anything we've ever seen. 

Gold Star Mountain, on the 
other hand, is a game 


offering the complete opposite 
to its dark counterpart. The 
game takes a very bright and 
cartoonish look, and offers a 
pokemon-esque gameplay 
element that sees your 
character catching and raising 
unique creatures to battle. 
Beyond this we've been assured 
the game is different enough to 
cast aside any 'pokemon rip-off' 
accusations, and as such, we 
can't wait to find out more. 




MARIO STICKS! 

Latest charts show Mario is still a winner 



nform 


The Official Australian 
Games Chart 


nform 


The Official Australian 
Games Chart 


0 his months 
sales charts 
show that 

MK:SC is still the 1 
GBA game of choice, 
not moving from its 
number one spot in a month! 
The game has however, shifted 
from its number one spot in the 
overall software charts to the 
still respective place of fifth. 
Pokemon Crystal takes the 
crown as the best seller. While 
on the N64 front THPS2 comes 
in at number one on an 
otherwise deserted chart that 
still holds Goldeneye 007 in it's 
top 5. 
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GBA RETRO 
CONTINUES 

Another classic game comes to GBA 


0 he classic shooter 

'Phalanx' for SNES will 
soon be making a 
welcomed return to the Game 
Boy Adavnce thanks to Kemco. 
Rather than just being a straight 


port of the original game, 
Phalanx on GBA will feature all 
new missions and graphics to 
take advantage of the GBA’s 
power. Well have more on this 
game soon! 
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“You can see 
all your 
favourite 


Planet Activision 

02 action supporting an underground sports revolution 


® ctivision's 02 Sports 

revolution brand stands 
behind the Australian 
Planet X extreme games with a 
firm stance. The company has 


been sponsoring the extreme 
games since the beginning of 
the 02 label, and this year is no 
different. Planet X and 
Activision will support a series of 


p\/^ErX /$$ 




tours promoting the extreme 
games right up to the final 
event which is to be held at 
Homebush Stadium in Sydney 
on December 8th and 9th. 
Nintendo gamer will be there to 
make sure any gaming-related 
Activision stuff will be reported 
straight back to you after the 
event (well that and we want to 


GOLD 

Striker looking better than the real thing 

0 ollowing Sega's support of GCN comes even more screens 
showing off the graphical power of Nintendo's new console 
given the right development team. Virtua Striker 3 was 
announced at E3 as a GameCube exclusive from Sega, and 
reiterates the power of both the GCN and Nintendo's new business 
strategy. We'll have a full preview for you next issue. 


see Tony Hawk in person, just in 
case he shows up). Its great to 
see the medium of videogames 
mixing it up with as niche a past 
time as extreme sports. 
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Dave Mirra’s GCN version may surprise you 
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NINTE 


The Panasonic DVD/GameCube hybrid 


a 1 Ithough there has been 
H I no confirmation of 

whether this machine is 
ever going to be released 
outside of Japan, all of its 
recently announced features 
were too much for us to pass 
up telling you about. The hybrid 
machine (dubbed 'Q') is 
capable of everything you could 
ever want a DVD player to do, 
if Sony and Microsoft really 
wanted to make a complete 
home entertainment unit, this is 
how they should have done it 
from the start. Panasonic’s 
incredible unit will be able to 
read recordable media, the likes 


of which being, CD-R, CD-RW, 
DVD-R as well as DVD, CD 
audio, VCD and the proprietary 
GameCube discs. Apparently 
the machine will also house an 
alarm that parents can set to 
allow for certain playing times 
ensuring their kids don't spend 
all of their time in front of the 
TV. All of this is launching in 
Japan on November 14 at 
39,800yen, which is 
approximately $700 Aussie 
dollars. Fingers crossed this 
little gem is popular 
enough in its home town 
to warrant a shipment 
[eventually] to Australia. 


nfortunately, due to time 
constraints, and a few 
design issues, Dave Mirra 
Freestyle BMX on the PS2 has had 
to be shipped with no more 
additions to the overall game. That 
is, the game is finished and PS2 
owners, although getting the game 
earlier than us, are actually going to 
miss some treats (imagine a 
sarcastic voice when you read that 
first statement again). With the 
GameCube version of the game 
though, Nintendo's new console 
. % owners are going to 
get two extra levels, 
and although that 

might sound dull, remember, these are 'next- 
generation' gaming machines, levels have the potential 
to be HUGE. Greenville and Venice have been added to 
■ our version of the game, Greenville being 
r especially special because it's Dave's home 
r town. According to the developers at Z-Axis 
the Greenville level is very close to the real thing, except 
you now have the chance to destroy the town on your 
bike without the interruption of its residence. You 
can enter peoples yards, empty pools and even 
rip it up at East Carolina University! We have 
the first screens of the Greenville level here, all 
NOT appearing on PS2. Take that Sony. 
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Nintendo 

GameCube 


games to be released in 2002 


A progressive list of all the known games to be coming out on GCN 


1080 Snowboarding 2 

18 Wheeler: American Pro 
Trucker 

All-Star Baseball 2003 

Army Men 

Batman: Dark Tomorrow 
Batman Vengeance 
Crash Bandicoot 
Crazy Taxi 2 
Crouching Tiger GCN 
Cubix 

Dead to Rights 

Die Hard: Next Generation 

Donald Duck 

Donkey Kong Racing 

Doshin the Giant 

Duke Nukem Forever 

Fantastic Four 

Galleon 

Harry Potter 

Hot Wheels 

Iron Man 


James Bond 007 

Jeremy McGrath Supercross 
World 

Jimmy Neutron Boy Genius 

Jonney Moseley Mad Trix Skiing 

Kameo: Elements of Power 

Kirby Tilt 'n' Tumble 

Knights 

Largo Winch 

Legends of Wrestling 

Legend of Zelda 

Mario Kart GCN 

Marionette 

Mario Party 4 (Online) 

Mario Sunshine 

Matrix 

Metroid Prime 

Monsters, Inc. 

Mortal Kombat 5 
MX 2003 featuring Ricky 
Carmichael 

NBA 2002 


NBA 2003 

NBA Courtside 2002 

NBA Street 

NCAA College Basketball 2002 

NCAA College Football 2003 

NFL 2003 

Perfect Dark Zero 

Phantasy Star Online Version 2 

The Powerpuff Girls 

Rally Simulation 

Rayman Arena 

Red Card Soccer 

Resident Evil 0 

Resident Evil 

Resident Evil 2 

Resident Evil: Nemesis 

Resident Evil: Code Veronica 

Ricochet Rick 

Rocket Power 

Rugrats 

Rune 

Rush Club 



Scooby Doo 
Sgt. Cruise 
Soul Calibur 2 
Spider-Man Movie 
Sponge Bob Square Pants 
Spy Hunter 
Star Fox Adventures: Dinosaur 
Planet 

Star Wars: Knights of the Old 

Republic 

Tarzan Untamed 

Tetris Worlds 

The Thing 

Thornado 

Tom and Jerry: The Magic Ring 
Too Human 
Turok Evolution 

Vikki 

Virtua Striker 3 

World Series Baseball 2003 
Worms Blast 
WWF Wrestlmania 



Game Boy 
Advance 

games to be released in 2002 

The same as above only for GBA 


Advance Rally 

Animal Forest Advance 

Battland 

Battlebots 

Blender Bros. 

Boulder Dash EX 

Breath of Fire 2 Advance 

Broken Sword: Shadow of the 

Templars 

Car Battler GO! 

Duke Nukem 
Eggo Mania 
Evo 

Fire Eaters: Zero Bandits 

Futurama 

Genetic Species 

Goemon: New Age 

Guilty Gear X 

Guroroji Champ 

House of the Dead Pinball 

International Superstar Soccer 

Kaisertal 


• Kirby's Tilt 'n' Tumble 
Advance 

• Legend of Starfy 

• Little League Baseball 

• Metroid Advance 

• Medarot Nabi (Kuwagata) 

• Medarot Navi (Kabuto) 

• Mega Man EXE Battle 
Network 2 

• Mike Tyson Boxing 

• Monster Rancher Advance 

• Nobunaga's Ambition 

• Pocky & Rocky 3 

• Ripping Friends 

• Robopon 2: Cross/Ring 
Versions 

• Shrek Kart (working title) 

• Space Invaders 

• Suikoden Gensou Card Stories 

• Urban Yeti 

• Woody Woodpecker 

• Z.O.E. 2173 Testament 
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Wednesday 10th November 


TEMPERS FLARE ON 
THE SET OF NEW 
NINTENDO GAME 



Photo courtesy of Link's publicist. Photo by Shiek 


In recent weeks the set of the 
new GameCube game Super 
Smash Bros. Melee has not been 
a pleasant place. As the game 
enters its final weeks of 
production various reports have 
surfaced about the game, the 
cast and the clash of egos. 
According to insiders on the set 
it seems that Link, one of the 
characters found in the game, 
has 'spat' the dummy on more 
than one occasion. During a 
routine clash with Bowser the 
script called for Bowser to 
breathe fire onto Link's shield, 
but in a freak accident Link's 
girly tights got burnt. In 
retaliation Link took his master 
sword and hit Bowser where his 
scaly tail meets his stumpy legs. 
Bowser, who's no stranger to 
people going for his tail, 
reportedly locked himself in his 
trailer for the remainder of the 
workday after this incident. In 
another clash of egos Mario 
refused to get electrocuted in 
his scripted encounter with 
Pikachu because he felt that a 
little yellow rat should instead 
be burnt, in a rain of hellfire, by 


his fireballs. Finally the ever- 
graceful Princess Peach almost 
left the set after being told to 
wear a mini skirt, because the 
director told her she would look 


like a hottie. Instead she still 
wears her ankle biters much to 
the bemusement of Nintendo 
fans everywhere. And no, there 
won't be a nude code. 


In Brief... 


• Luigi has used his vacuum for 
more than sucking up ghosts. 

• Each Waverace game disc gets 
submerged in water before 
being put on sale, you know, to 
make the game more realistic. 

• The above joke is lame. 

• Was that Simpsons episode 


screened last night a new one? 
Just asking because I haven't 
seen that one before. 

• In a completely unrelated note 
why is that every time I’m 
about to pass a really hard part 
in a game, its dinnertime? It has 
to be some sort of curse. 


• Nintendo is happy. Cause of 
happiness is connected to their 
vast wealth. 

• When writing "Top Ten 
Reasons PlayStation Blows", 
Tendo Globe opted for the more 
suitable number of "Top 1,634 
Reasons..." 


Mummy, 
Han Solo 
sounds 
funny 

Rogue Leader: Rogue Squadron 
II for Nintendo GameCube is 
set for videogame superstardom 
when it's released later this year 
as it has the classic Star Wars 
license and characters such as 
Luke Skywalker, Han Solo and 
Darth Vader. But somehow the 
creators failed to secure the 
likes of Mark Hamill (Luke), 
Harrison Ford (Han) or James 
Earl Jones (Vader) to provide 
voices in the game. Instead fans 
will notice that their favourite 
Star Wars characters sound a 
little different as the voice 
acting is done by a bunch of 
no-names. Classic lines like 
"You're all clear kid" and "Use 
the force Luke" sound like their 
being spoken by your Uncle 
Fred, which in case you were 
wondering is not a good thing. 
However, this isn’t exactly a 
bad thing, as Luke's gay voice, 
i.e. "I want to go to Tashi 
Station to pick up some power 
converters", sounds a lot 
manlier. Why Mark Hamill isn't 
providing the voice has Tendo 
Globe perplexed as we are 
under the impression that, 
these days, he takes any job he 
can get. On another note it 
appears Chewbacca is able to 
provide the bites needed for his 
voice, as the Wookie was 
coincedently on holiday 
from his home planet of 
Kashyykk while the game was 
in production. 
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DEVELOPER: Sonic Team ★ GENRE: 
Action/Adventure ★ AVAILABLE: December 
(Japan) TBA (Others) ★ PLAYERS: 1-2 ★ 


With the untimely demise of Sega's latest 
console the Dreamcast, and the separation 
of their internal development teams, Sega 
has set their sights on becoming one of the 
biggest third-party publishers in the 
business. Given the freedom to choose and 
govern their own development, Sonic Team 
has chosen the GameCube to be their new 
home for all upcoming releases. The first of 
their efforts will be a port of Sonic's latest 
outing, Sonic Adventure 2. This means that 
GameCube will now be the home of both 
Sonic and Mario, and to kick things off we 
get an upgraded version of an already very 
solid adventure game. 

When Yuji Naka and his Sonic Team 
began development on Sonic Adventure 2 
for Dreamcast they wanted to make sure 
they didn’t repeat the mistakes made with 
their first 3D outing, Sonic Adventure. The 
result was a game that provided not only 
the fast paced action that Sonic is known 
for, but also a game that incorporated 
shooting, treasure hunting and racing. The 
mixed gameplay styles, divided into 
categorised stages, unfold in chronological 
order much like the adventure games of old. 
In the adventure mode you have the choice 
of playing the story as the Light Side (the 
good guys) or the Dark Side (the bad guys). 
As the story unfolds, with some very B- 
grade voice acting, you'll get to meet each 
character that you control. The Light Side 


includes Sonic (action stages), Tails 
(shooting stages) and Knuckles (treasure 
hunts), with the Dark Side having Shadow, 
Eggman and Rouge respectively. Each mode 
has its own levels and story and as such 
both modes will need to be completed to 
fully enjoy the game. 

Graphically Sonic Adventure 2 will take 
advantage of the GameCube's superior 
texture capabilities as well as keep the game 
running at a constant 60 frames-per-second. 


Taking advantage of the GCN/GBA 
connectivity Sonic Adventure 2 will connect 
with Sonic Advance in the games Chao 
Garden mode, a virtual pet simulation/racing 
mode found in the game. The GameCube 
version also includes a beefed up versus mode 
where players can race each other in the 
game's various action stages and mini-games. 

Sonic, once many a Nintendo fan's sworn 
enemy is now headed to GameCube via 
Sonic Adventure 2. This is a port of one of 
the best Dreamcast games out there and is 
definitely a worthy addition to the 
GameCube software line-up. Boasting 
plenty of gameplay styles, outstanding 
graphics and sound (courtesy of Sonic 
Team's technical brilliance), this is one game 
that no adventure fan should miss. 

■ Kosta Andreadis 


From this 
angle, it looks 
like Sonic has 
a Mullet 
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DEVELOPER: Sonic Team ★ GENRE: 
Action/Adventure ★ AVAILABLE: December 
(Japan) TBA (Others) ★ PLAYERS: 1-4 ★ 


Sonic the Hedgehog celebrated his 10th 
anniversary this year, and to commemorate 
Sonic Team and Sega are unleashing the 
blue guy onto the Game Boy Advance. 

Sonic for the GBA will provide classic side¬ 
scrolling action in a completely new 
adventure specifically designed to take 
advantage of the handheld's many 
capabilities. 

Sonic's first foray onto the handheld 
scene was back in the day of the Sega 
Game Gear, a decent handheld marred by 
various problems as well as the inability to 
compete with Nintendo's Game Boy. Sonic 
in the classic side-scrolling sense means fast 
addictive roller-coaster gameplay in a league 
of its own. Sonic Advance will provide all 
this and more, with the inclusion of four 
uniquely balanced playable characters. 

Sonic, the resident speedster has his speed, 
which in turn allows him to use his patented 
spin-dash. Tails, the wussy little fox has the 
ability to fly. Knuckles, the red hedgehog 
can glide and grapple onto ledges. The last 
character, Amy, carries a mallet to whack 


enemies. New to the series, and taken from 
the Dreamcast outings, is the ability to 
'grind' along ledges, giving the game sort- 
of extreme sports type elements. 

With its superior sprite technology and 
'SNES on crack' like visuals, the Game Boy 
Advance has provided Sonic Team with the 
ability to create the most visually pleasing 
2D Sonic game ever. Perhaps the most 
exiting feature of the game is the ability to 
connect the game to its GameCube 
counterpart to interact and transfer data. 
This is done via the game's Chao Garden 
mode, a place where you can raise cute 
rice-puff like creatures for racing. 

Sonic Advance could easily become the 
blue hedgehog's crowning achievement 
thanks to the complete package that is the 
GBA/GameCube. With a completely new 
adventure, upgraded visuals, sublime 
multiplayer support, it's no reason why 
Nintendo fans were, and still are, rejoicing 
the news of Sega's support. 

■ Kosta Andreadis 
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DEVELOPER: Neversoft ★ GENRE: Skating 
★ AVAILABLE: 2002 ★ PLAYERS: TBA ★ 


Recently a whole bunch of news about the 
GCN version of this game has come to 
light following it's announcement for the 
console at E3. Thanks to the nice people at 
Activision we've been given the skinny on 
everything you need to know about this 
deliscious port. But for now, we're going to 
divulge to you the fundamentals of what 
will separate this game from it's 
predecessors. 

Tony Hawk 3 offers a lot of subtle 
improvements over THPS 2, but the 
grandest of all is the new look. Now 
environments are completely in-sight with 
absolutely no pop-up, even for the smallest 
of details. Everything is alive and bustling 
with life and energy, be it police cars 
speeding through the streets of LA or an 
eerie old man locked out of his equally eerie 
mansion in suburbia. THPS 3 is truly alive 
and thanks to the GameCube's superior 
hardware, everything is being displayed at it 
highest resolution on screen. All new locales 
have been created from actual skate spots, 
as well as totally fantastical levels that will 
have you uncovering secrets galore! Each 
level now has more to accomplish, and 
every time you start a level a panning 
camera will give you your objectives and 
show you where to find them. With over 8 
all new area's ranging from Canadian skate- 
parks to neon Tokyo, THPS 3 is definitely 
one game that will keep you busy for 
months on-end (and that's not counting the 
secret levels you can unlock!). 


The control set-up for GameCube can be 
viewed in our interview with Neversoft. 
Notably the ability to add more 'specials' to 
your skater is a major improvement, and will 
ensure you'll never run out of tricks to 
perform. Also, as well as aerial and grind 
tricks, skaters can now perform a series of 
different flatland moves including (for you 
skaters out there) the likes of the 'anti- 
casper' and the 'choc-stop' to name but a 
few of what will be available. Add all of this 
to the brilliant 'revert' feature, and, if you 





can keep up with the speed, you have 
yourself one hell of a hand-eye co¬ 
ordination builder! 

Above all of this the games set-up 
features are also very extensive to the point 
of being close to PC like. Now your create- 
a-skater mode is as big as ever with more 
extra's than I guarantee you thought 
possible, doubly, you can now alter the 
appearance of any one of the pros from 
changing their clothes to adding an 
enormous array of tattoo designs! The 
game plays like a treat on PS2, and given 
the secrecy behind the GameCube version 
until now, Nintendo fans can be confident 
that Neversoft have sdelivered a brilliant 
port. As soon as we have more details, 
you'll be the first to know. 

■ Stephen Farrelly 
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DEVELOPER: Black Box Games ★ GENRE 
Sports ★ AVAILABLE: Launch ★ 
PLAYERS: 1-4 ★ 


If you think NHL Hitz is just a poor 
alternative to an ice hockey game then 
you'd be wrong. NHL Hitz follows along the 
lines of NFL Blitz, the goal is not only to 
win, but do it with as much hard hitting, 
tripping and good old fisticuffs as possible. 
Like a wide range of games from Acclaim 
that are making their way to the GameCube 
for launch, NHL Hitz is a port of the PS2 
version released in November which was 
genuinely entertaining in its entirety. 

The biggest difference you’ll find with 
Hitz is that each team has only four players 
instead of six and the rinks are decidedly 
smaller than what you find with its EA 
Sports nemesis. The approach of the game 
has a tilt towards the fantasy side of things, 
a refreshing approach that sees the removal 
of pesky referees and the inclusion of a 
variety of fantasy rinks and player heads 
that are unlocked by using money you 
collect after each victory. The fantasy heads 
and rinks offer great variety with aliens, 
pirates and sharks being on offer. 

On the more "legitimate" side of things 
NHL Hitz features a full list of teams to 


choose from with in-game commentary and 
a full polygonal crowd that will bang on 
glass, throw stuff on the ice, and even walk 
out if the game is too boring. Aside from 
this NHL Hitz has a comprehensive training 
mode where you must complete skill based 
objectives within a time limit, which 
progressively becomes harder as you 
progress with computer controlled players 
trying to smash you down. 

A straight port of the PS2 version would 
stand up well to the test of a great game, 
with great character animations and facial 
expressions but with the GameCube you 
can expect to see some minor adjustments. 
Early GameCube screenshots show the 
slight tweaking of the games graphics 
engine with smoother character models and 
clothing as well as full player reflections 
rather than ones that just came up to the 
knees. Hopefully we will also see some 
more real-time lighting effects implemented 
and maybe even some blood in the fight 
scenes. 
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DEVELOPER: Acclaim Studios Cheltenham 
★ GENRE: Racing * AVAILABLE: 
December (US) TBA (rest) ★ PLAYERS: 1-4 ★ 


In the early days of the Nintendo 64, the 
prospect of playing the very first Extreme-G 
was very enticing. The original was fast, fun 
and graphically outstanding (for those days) 
even though the gameplay was somewhat 
flawed. The N64 saw a slightly improved 
sequel later in its life and news of a third 
outing got Nintendo fans everywhere 
salivating. Alas, Extremer-G 3 (dubbed XG3) 
has already arrived, on the PlayStation 2, 
with the GameCube version being an 
upgraded port. 

The original Extreme-G was a very 
ambitious racer, blending Tron-styled racing 
with the blazing speed of F-Zero and 
Wipeout, yet ultimately it just fell short of 
becoming a classic. The game featured 
some inspired track design that probably 
found as much inspiration from roller 
coaster’s as it did from conventional 
racetrack designs. With the added power of 
next-generation systems like the GameCube 
and the PS2, Acclaim has fewer technical 
restrictions and theoretically a medium at 
their disposal that would allow them to 
achieve a much truer Extreme-G vision. This 
time around expect a draw distance that 
extends to as far as the eye can see, racing 
at speeds that break the sound barrier (with 
sonic boom inclusion) whilst racing the 
series' patented magnetic bikes. The 
GameCube version will have increased 
lighting and particle effects as well as 
improved texturing and models, ail helping 


to distinguish the game from its PS2 
counterpart, and yes it will all run at a 
blistering 60 frames per second. Which 
helps when you're racing at break-neck 
speeds. Acclaim hasn't made a statement 
about wether or not gameplay mechanics 
will be tweaked, but at the very least expect 
some improvement. 

The tracks in XG3 are every bit as big as 
its predecessors except the geometry and 
detail has been increased ten-fold. XG3 has 
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fully modelled environments filled with 
everything from mountains to skyscrapers to 
forests and even giant statues, whereas the 
original basically only had the track, some 
N64 fog, and minimal background detail. 
This time around there will also be a much 
improved weapon system as well as the 
ability to handle multiple racers on-screen at 
anytime, which will increase the intensity of 
each race. 

The biggest improvement coming to the 
GCN version is the ability to handle four 
player split-screen racing, providing the 
game with much stronger multiplayer 
aspects. Acclaim may not be synonymous 
with creating great games but XG3, which 
was not exactly perfect on the PS2, is more 
than a welcome addition to the GameCube. 

■ Kosta Andreadis 
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► DEVELOPER: Namco ★ GENRE: Fighting 
★ AVAILABLE: December ★ 

PLAYERS: 2 ★ 

• •••••••••••••••••• 


In the world of fighting games, few can 
hold their heads as high as the Tekken 
series. With the fifth incarnation recently 
hitting arcades around the nation, its 
popularity is also guaranteed for some time 
to come. 

So what do you do with the most 
popular fighting game franchise after 
getting a new version in arcades 
everywhere? Hence we will soon have the 
very first portable incarnation of Tekken 
ever. Tekken Advance, as it is to be called, 
will be essentially a 2D representation of 
Tekken 3. Anyone familiar with Tekken 3 
will tell you this is a very good thing - it 
was, and remains, the best 3D fighting 
game, and arguably best fighting game of 
any sort, for the PSOne to date. Some 
adjustments have had to be made in order 
to adapt to the GBA. Most notably for the 
game system is the button layout and 
configuration. Tekken traditionally requires 
4 buttons, and although the GBA scrapes 
through on this account, Namco have 
instead decided to adapt the controls for a 


2-button layout, with punch and kick 
represented by A and B. One of the 
shoulder buttons is to take the role of 
throw. Rumours abound that thanks to the 
quick access time of cartridge games, the 
tag feature from TTT may be present (or at 
least a playable game mode) with as many 
as 3 players per team. This is yet to be 
confirmed, but would definitely add a 
whole lot of desirability to the cart, along 
with a very logical use for the final button. 

As stated earlier, this is to be a 2D 
representation of Tekken... however, 
currently we believe that the sidestep 
feature of Tekken 3 will survive intact. Also, 
the GBA's ability to zoom and rotate for a 
pseudo-3D effect will be put to good use. 
The roster so far includes Jin Kazama, Paul 
Phoenix, Forest Law, Ling Xiaoyu, 

Hwoarang, Yoshimistu, Gun Jack, King and 
Nina Williams. Furthermore we are almost 
certain Heihachi Mishima is included, and 
you can bet there will be more to unlock. 

■ Bryce Mcdonough 
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More FPS 
action on CBA 
is definitely 


► DEVELOPER: Graphic State ★ GENRE: 
Action ★ AVAILABLE: TBA ★ 
PLAYERS: 1-4 ★ 


As game developers continue to push the 
GBA hardware with the latest games, or 
up-graded retro titles, U.K. developer 
Graphic State have come to the realisation 
that you can create a FPS on a hand held. 
The game is Dark Arena, an action title that 
heavily borrows from classic FPS games 
such as Doom and Wolfenstein 3-D only 
with a sci-fi twist. 

The year is 2146 and the United Arms 
Organization has completed a very top 
secret training simulation with its finest 
soldiers. The camp is segmented into several 
sectors, as it's designed to test the physical 
skills and resources of each trainee. To add 
to this challenge, genetically engineered 
opponents were created to assess the 
fighting skills of every trainee. These 
opponents are of course, highly dangerous, 
extremely aggressive and are considered to 
be the perfect challenge. In a twist of 
predictable fate the opponents have taken 
over the facility killing everybody except 
you. 

In order to survive, you the player, must 
combat your way through endless corridors 
killing off hundreds of genetically 
engineered soldiers with whatever weapons 
you can lay your blood stained hands on, 
sounds like fun doesn't it?! 

This game features twenty levels to fight 


your way through and to aid you in your 
fight to freedom you have the choice of six 
different weapons, even one particular 
weapon has a sniper feature so you can pick 
off your enemies at a distance. This game is 
just not limited to kill anything that moves 
either, it also has puzzle solving elements 
were you have to find certain switches to 
unlock doors. Some switches are easy to 


find but some others require a bit of 
searching, bringing you closer to freedom. 

To also help you through the game you 
have an auto-map so you're never lost. 

In order to give this game the illusion 
that it feels as though you are playing in a 
fully realised 3-D environment, developers 
Graphic State have spent several months on 
the engine to create that very feel. 

This game will have pre-rendered full 
motion video (FMV), sequences and Link 
Cable support for multiplayer, and of course 
it's only on the GBA. 

Being released through Majesco and 
THQ, Dark Arena should be an awesome 
game geared to compete with Doom for the 
crown of FPS king on the GBA. We'll have a 
full review soon. 

■ Laurence Bennett 
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DEVELOPER: Namco ★ GENRE 
Platformer * AVAILABLE: 2002 ★ 
PLAYERS: 1 ★ 


For those of you unaware of what exactly 
Klonoa Is, Klonoa is a cat. Not just any cat 
either, but a very funky cat who wears his 
Pac-man hat backwards and owns the 
coolest ring in the world. With his ring in 
hand and cap on head, platforms are the 
next step of logical progression, and Klonoa 
approaches them all with confidence. 

Appearing for the first time just a few 
years ago on the PSX, Klonoa built a strong 
cult following through simple, fun game 
design. Using 2D characters in a pseudo 3D 
world, the game returned to the roots of 2D 
platforming with plenty of jumping and 
simple puzzle solving. 

Empire of Dreams is apparently based on 
Klonoa's previous handheld outing 
'Moonlight Museum' which was released on 
the Bandai Wonderswan earlier this year. 
Since virtually no one in the western world 
has seen the Wonderswan, this is our first 
chance to wrap our paws around Namco’s 
fuzzy pet on a portable in what is essentially 
an original adventure. 

Klonoa is one of those game characters 


that represents a simple concept done very 
well. Original platformers are really 
something of the past - with the 32 and 64- 
bit revolution, the world was far more 
concerned with the third dimension than 
ever before, and the pure 2D platformer 
became somewhat of a gaming relic. Klonoa 
returns to the old-school, side scrolling, 
puzzle solving, genius that so many of us 
grew up on. 

Although the PSX and recent PS2 sequel 
utilized 2D characters in a 3D rendered 
world, the GBA version will be pure 2D... 
not that this will make a difference to the 
gameplay at all, since all action takes place 
on a 2D plane. In fact, things on the GBA 
look mighty fine with plenty of colours in 
the background, plus Klonoa himself looks 
fantastic. 

With over 40 levels sprawling across five 
worlds, puzzles and secrets aplenty being 
promised, watch the horizon for this one as 
Namco will surely deliver. 

■ Bryce Mcdonough 
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IT'S AN ADVENTURE 

The original Smash Bros, was a fantastic 
multiplayer game that really shone when 
four controllers were plugged in. On the 
other hand playing the game alone, while 
entertaining, was a relatively short and 
repetitive experience. Perhaps the biggest 
improvement in the single player aspect of 
Melee is the addition of a fully integrated 
adventure mode. Sporting classic side¬ 
scrolling Nintendo action with fully 






^ Super Smash Bros, on the Nintendo 64, 
was a surprisingly solid and immensely 
addictive fighter, from Nintendo no less. 
The premise of the game is pure genius, 
Nintendo characters in a Nintendo-themed 
arena brawling it out, somewhat akin to 
the inter-office fighting we get here (i.e. 
me break-dance fighting all over Bryce). At 
first glance, Super Smash. Bros Melee for 
Nintendo GameCube can merely come off 
as only a visually upgraded sequel but 
taking a closer look at the games' various 
features it's clear to see that it's more than 
just a sequel; it's a celebration of 
everything great about Nintendo. 


KOSTA TAKES A CLOSER LOOK AT SSBM'S ^ 
MECHANICS AND FEATURES TO FIND OUT 1 
EXACTLY WHAT WILL SEPARATE THIS CAME 
FROM ITS ALREADY AWESOME PREDECESSOR 


animated levels, HAL Laboratories has put a 


lot of effort into making sure this game is 
the complete package. It incorporates 
famous Nintendo landmarks such as 
Mushroom Kingdom, Zebes and Termina, 


somewhat similar to the original single 
player mode. 

IT'S A UNIQUE FIGHTER 


definitely simple to learn but what separates 
a master Smash Bros, player from a 
beginner is as plain as day. In Melee the 
character balance will be fine-tuned (with a 


all perfectly recreated. Each character 
embarks on their own little mini-adventure; 
fight battles, and battle bosses. Fans of the 


Smash Bros is not your typical fighting 
game, as it includes a percentage bar 
instead of the traditional life meter. It also 


far less powerful Pikachu!), there will be 
new defensive moves introduced, the 
environments will be more interactive and 


original Smash Bros, will be glad to hear blends classic platform style gameplay with there will be a multitude of items and 


there's also a classic mode, which is a fully interactive arena. The controls are weapons to pick up. Speaking of items 
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Melee is packed to the gills with classic 
Nintendo items of old and new. To name a 
few there’s fire flowers, DK mallets, super 
stars, super scopes, light sabres and more 
Pokemon than ever before. 

A T'S GOT PLENTY OF NEW 
MODES 

The original Smash Bros was a very solid 
multiplayer game and Melee will be no 



exception. However, this time around visual detail and animation had to be putting into the sequel, they have hired an 

Nintendo has gone the extra mile to add simplified to accommodate the frantic speed orchestra to create the music found in the 

plenty of different play modes and options of the game. With the added power of the game (that's where Toadovsky has been), 

that would make any sceptic weaken at the GameCube, Melee has, to put it bluntly, and believe us when we say you will be 

knees. There's the standard Melee mode some truly awe-inspiring graphics. Perfectly blown away with the sound. Effects wise, 

where you can choose battle in a free-for- modelled characters, superb animation, and expect refined sound effects and some voice 

all, as teams or in a time challenge. There's astoundingly detailed environments are the acting, and as this is Nintendo we're talking 

a new coin challenge mode, where players go and Nintendo's many mascots and about there won't be a dull sounding 

try to collect the most coins via hitting them locations have never looked so good. Like in second found in Melee, 

out of their opponents. There's a the original, pressing the pause button 

tournament mode where you can set-up allows you to navigate the frozen scene in a IT'S A MUST BUY 

and conduct your very own Smash Bros Matrix style, but when you get your hands If there's anymore we need to say that will 

competition. There's even a custom mode on Melee (and you will) we can predict that convince you that this is truly a classic in the 

where you can literally modify all the the start button on your controller will be making then it's the trophy mode. In this 

different gameplay aspects to suit your own worn out in no time. mode, with coins earned during play, you 

style of play. can buy hundreds of fully modelled trophies 

IT'S AN AURAL TREAT of classic Nintendo characters and 

IT HAS THE WHO'S WHO OF The original featured so many classic memorabilia. With everything from Mother 

NINTENDO musical themes, from Mario to Zelda that it Brain to Kid Icarus to even Mario’s Kart to 

The original Smash Bros had a total of 12 was a joy to listen to. To further be earned, this is truly a Nintendo fan’s 

Nintendo characters to choose from with demonstrate how much effort Nintendo is dream come true, 

everybody from Mario to Link to even 
Captain Falcon. Melee boasts a line-up of 
over 20 Nintendo characters plus a few 
hidden ones to boot. The original cast is 
returning with the likes of Bowser, Peach 
and even the nostalgic Ice Climbers joining 
the ranks. 

IT LOOKS LIKE A DREAM 

The original Smash Bros thrived on fast 
gameplay and as such ran at a constant 60 
frames-per-second. As a result of this the 
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The Daily 


fin interview with Scott Pease from Never 


W ith the aid of a little 
worship from various 
members of the Nintendo 
Gamer staff (Stephen and Andy), 
Neversoft has become as much a 
house-hold name as the product 
they've made so popular- Tony 
Hawk's Pro Skater. 

With Activision's recent 
commitment to provide some of their 
biggest franchises to the Nintendo 
market of GameCube and Game Boy 
Advance, we decided to ask Scott 
Pease, producer of the THPS franchise 
at Neversoft, about what they 
thought of GameCube, how Tony 
Hawk came about and where the 
franchise is going from here. 


Nintendo^ 


lamer: How long has 
Neversoft beVi developing games for and 
how did you gWs end up with Tony Hawk's 
Pro Skater? 

Scott: Since 1995 - Skeleton Warriors was 
the first game, and Tony Hawk's Pro Skater 
3 is the latest. I think we can safely say 
we’ve traveled some distance... 


NG: Pro Skater put you on the 
development map, in Australia at least, how 
did the engine evolve into what we saw 
with THPS1. 

Scott: Neversoft developed the PSX engine 
for a Sony game that was scrapped, and 
then snagged the contract to do Apocalypse 
(the Bruce Willis shooter) for Activision. 

After Apocalypse finished up, Activision had 
a few interesting projects in the pipeline, 
and the one called simply "skateboarding" 
grabbed our attention. So, we created a 
demo using an Apocalypse level and Bruce 
Willis on a skateboard (complete with 
machine gun), and started to get some basic 
physics in. Later, we replaced Bruce with a 
skater, showed the prototype to Tony Hawk, 
and the rest is history. 


NG: How did you guys come up with the 
THPS control system? 

Scott: Well, we stole some of it from other 
games...and added our own twists, and just 
started playtesting, and adding, and 
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months. We have absolutely top notch 
programmers working on the GameCube. 
NG: Has the smaller size disk hindered the 
game size at all? 

Scott: Not at all - although the PS2 version 
contains 2.7 gigs of data and movies, we 
expect to get most - if not all - of it on the 
GameCube DVD, because of the system's 
superior movie compression. 


NG: What degree of skater input was there 
from the very beginning in terms of motion 
capture and the like, was it something 
expected of you as a developer or did you 
feel it was a necessity to develop an 
authentic title? 

Scott: Tony Hawk and the other pros work 
with us every step of the way - their input is 
invaluable. They see things in the game - 
little details about how a skaters’ front foot 
moves during a kickflip, for example - that 
make the game even more authentic. We 
know that if we mess up some aspect of 
skating, we’ll get called on it, and we 
definitely don't want that to happen. 


NG: Overall what are your impressions of 
the Nintendo hardware? Will Neversoft 
continue to make games for GameCube in 
the future? 

Scott: We hope so. We've had a great 
experience so far and Nintendo has been 
very helpful. 

NG: Lastly, where TPS franchise 

go from here? ^ 

Scott: Having just been through the ^£13 
few weeks of development on Pro 
we're all a bit shell-shocked, so it's'haroto 
say... but it seems like after every/version of 
the game people claim we can't do much 
more with it, and we always come up with 
lots of cool new stuff. 


NG: How has the game differed from its 
PS2 counterpart? 

Scott: The GameCube is a different 
machine, and there are some nice features 
to take advantage of, like the full screen 
anti-aliasing. We also had the advantage of 
working on the GameCube engine after the 
PS2 engine was underway, so it's a bit 
faster, and we can keep pedestrians and 
cars and other objects at their highest level 
of detail. 


NG: When working on the original game 
what was in the mind of the developers as 
the primary goal of the finished product? 
Did you achieve what you set out for? 
Scott: Our primary goal was to make an 
insanely fun and authentic game. We really 
hoped it would be a modest success, and 
would appeal to skaters... we had no idea 
that the game would crossover into the 
mainstream, and become as huge a hit as it 
is now. 


NG: How have you used the GameCube 
controller for THPS3? 

Scott: The GameCube button layout 
works great for THPS3 - the A (ollie), B 
(flip tricks), Y (grinds), and X (grab) 
buttons are very comfortable. We've 
double mapped the shoulder function to 
the R and L on the GameCube, and 
everything seems to play smoothly. The 
analog stick is actually really nice for 
combos - its strange but cool octagonal 
foundation helps a great deal. 


We want to thank Scott for his time, and 
can’t wait to see the GCN version of the 
famous game in action. If you haven't read 
it already we have a fairly extensive 
preview for you on page 20 with actual 
GameCube screenshots, shown for the first 
time in Australia here in Nintendo Gamer, 
The title is set to launch on the GameCube 
here in Australia early next year, until then 
you'll just have to imagine that it is a rad 
game (it is, believe us!). 


NG: Primarily, porting the THPS games has 
been left in the hands of other developers. 
Can you tell us why you decided to handle 
the GameCube version of THPS3? 

Scott: The decision to port THP51 wasn't 
made until after the PSX version was 


NG: In terms of development speed, how 
does GameCube stack up against PS2? 
Scott: We built the PS2 version in about a 
year; the GameCube port in about 6 


NINTENDO GAMER 31 










Reviews I 


STEPHEN FARRELLY 
PRESIDENT OF LAZINESS 

All of them I tells ya! Well after seeing 
some of the stuff in Rogue Leader recently I 
have to say it's an equal first with Tony 
Hawk 3. Apart from that Bryce Fighter V: 
Starring Pimp Daddy K should be awesome. 


Game of the Month: Golden Sun 


ANDREW BULMER 
MINISTER OF ASS 
KICKING 

That's a tough question, but truth be told I 
can't answer it. Sure I'm looking forward to 
playing Rogue Leader and SSBM, but I 
can't say that I am waiting for one game in 
particular. Unless they announce the Buffy 
game for Cube soon, I'm not too eager 
about anything. 

Game of the Month: Doom 


KOSTA ANDREADIS 
SECRETARY OF FUNK 

I can't wait for Rogue Leader. Hmm, I 
wonder what that girl Bryce wrote down as 
his most wanted game. The reason I say 
this is because Bryce's taste in games stinks 
worse than my nuts do. Tekken spelt 
backwards is Nekket, add and subtract a 
few letters and words and you get 'For 
Nerds'. 

Game of the Month: Advance Wars 


THE PLAYERS... 
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SCORING SYSTEM 



The ultimate game, sell out your 
friends and family to get it 


Q3 A* Fantastic game, a must have but 
Q3 p 3 just short of spankerific 


■ p q* Good game but doesn't quite 
I 9 B Ow come together nicely 

AA mM Could have been something but 
VV 1 I Hr has major flaws 


M PA A craptastic game worth 
3w 33 playing purely for interest 

AA J A Better of staring at a plumbers 
Uv B "f3 coin slot 


I 



This month the crew tell you what GameCube game they r re most looking forward to... 


KELLY STARR 
DIRECTOR OF BOYISH 
CRUSHES 

As I'm a huge fan of the Survival Horror 

genre, I am most looking 

forward to Eternal Darkness. With so many 

characters, a long spanning 

storyline and the unique sanity meter 

feature, it should be something 

spectacular indeed. 

Game of the Month: Golden Sun 


LAURENCE BENNETT 
MINISTER FOR ORAL 
HYGIENE 

As you all should know by now, I'm a fan 
of all things Star Wars. So it's obvious that 
I'll say Star Wars: Rouge Leader from the 
folks at Factor 5. Even though George 
Lucas is currently focused on taking us back 
to the future. Factor 5 are putting us all 
behind the flight stick of a rebel fighter. 
Game of the Month: Spider-man. 


BRYCE MCDONOUGH 
TEKKEN LOVER 
EXTREMIST 

Soul Calibur 2. Need I say more? This game 
will, quite literally, redefine weapons-based 
fighting games for the next few years... 
until Namco release a sequel of course. 
PIKMIN would have to be next on my list. 
There’s something about quirky Japanese 
games that make me want to stab Kosta. 
Game of the Month: Golden Sun 
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Golden Sun 


I * PUBLISHER: Nintendo ★ DEVELOPER: Camelot Software Planning GENRE: RPG RELEASE: 26th Nov 

★ PLAYERS: 1 ★ SAVE GAME SUPPORT: Cartridge * 


PRICE: $79.95 * RATING: G 
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EP 59 



Steve gets lost in a new franchise that could beat 


Link at his own game 


a small part of the grand continent of 
Angara. Resting atop a mountain 
within the village is an ancient 
temple which holds the secrets to 
the sacred science of Alchemy. For 
long the elders of Vale have 
guarded this temple and its 
hidden treasure. But the seal 
guarding the sacred science has 
been broken and a dark figure 
is attempting to unleash its 
powers upon the world. 
The power of Alchemy 
is so great that with 
its full force the 
bearer can have 
any wish his heart 
desires. Alchemy is 
made up of four 
elements, Earth, Fire, 
Water and Wind. 
Combining these elements is 
the key to wielding the science and 
unlocking its limitless power. 

Are you interested yet? You better 
damn well be, because this game is tense, 
action packed and beautiful all within the 
first two minutes! You begin the game as 


want this game. Any company 
that can add RPG elements into 
a fun sports game with 
Nintendo mascots must be 
talented, but Camelot is so much 
more. To fully understand their scope, 
talent and vision, Golden Sun must 
be presented to you in the 
simplest form of what it 
represents- an epic story that is 
filled to the brim with 
gameplay. 


A RISING SUN 

Golden Sun is the story of the 
quiet village of Vale. Vale is but 



Fuchin Temple 

Iseee 

Vault 


lay Time: 
3953Coins 


E t's been a long time coming, believe 
me. A game that is worth every cent 
you paid for it. Sure there’ve been 
Zelda's and Mario's and such, but now we 
have a new franchise, something totally out 
of left field, an unknown story, with 
unknown characters, in an unknown land. 
Golden Sun is everything an adventure fan 
could want and more. It USES the GBA to 
its fullest, and the game, in all its entirety, is 
nothing short of grandiose. 

Camelot Software Planning is the team 
responsible for Mario Golf on both N64 and 
GBC, they’re also the team responsible for 
Mario Tennis on N64 and GBC. Those 
games should be reason enough for you to 
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ttCAMELOT HAS ENSURED EVERYTHING IS TEEMING WITH 

life in Golden Sun and it seems their hard work 

CERTAINLY PAID OFF... ff 


the young hero Isaac. Like all RPG 
beginnings (its an unwritten law) he wakes 
from sleep in bed with a startle, it's a storm 
outside, and you soon learn that the storm 
is threatening to tear down the very village 
in which you live. Setting out on foot, Isaac 
will begin to converse with the frantic 
neighbours he lives among, and the 
situation will only gets worse. 

HE'S JUST A LITTLE TACKER 

The first part of the game essentially 
revolves around escaping the village in case 
the storm wins the fight. The only problem 
with this is, each time you find a path to go 
down, a boulder conveniently falls in your 
way blocking any hope for escape. With 
this, you'll have to source as many different 
exit paths as possible to find your way out. 
This is a clever way for the developer to tell 
you where to go in a game that is all about 
exploration. As your path is subtly laid 
before you, you'll meet the first member of 
your party, Garet. The two of you have 


been told to head south to the Plaza, while 
the adults try to evacuate the village and 
save what they can of it from the crushing 
boulders. Along the way you'll both run 
into other villagers, each frantically trying to 
help or escape. Camelot has ensured 
everything is teeming with life in Golden 
Sun and it seems their hard work certainly 
paid off as the games intensity is truly 
apparent right from the get-go. On your 
way to the plaza you'll come across a family 
in trouble. Felix, the son and brother of a 
loving family is caught in the gushing tide 
of a river that flowed beneath their house. 
He's hanging on for dear life, and all of the 
adults are a mess with being unable to help 
him. Tragedy strikes and you and Garet 
must continue your way. Camelot has 
injected loveable characters with a true 
sense of belonging. Their a part of this 
village they're all trying so desperately to 
save, and with this element, becoming 
engaged in the games 'world' is a simple 
and easy task. The two boys eventually 



Familiarity 

★ All RPC's have a kind of rule 
book that they follow (those 
made in Japan anyway). For 
example, most RPG's start with a 
young character a sleep in bed. The 
Legend of Zelda: OoT did, as did its 
SNES counterpart Links Awakening. 
In this respect Golden Sun is very 
much the same, as Isaac is awoken 
by his mother to evacuate their 
village due to a terrible storm. 

Other elements you'll find the same 
are the young hero having most 
girls he meets woo over him, or to 
be relied upon for all of the 
decisions within the game. 
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can change. Mixing 
and matching Djinn 
with certain 
characters is the only 
way you'll know what 
Djinn works with what 
character. Basically it'll 
all come down to trial and 
error. The first Djinn you 
meet will be on the World 
Map once you've completed the Vale quest. 
His name is Flint and he'll run you through 
a tutorial on how to use Djinn correctly, it's 
a lot easier than simply reading up on it, so 
I won't bore you with the details here, all 
you need to know is that they're important, 
and they're awesome to use. 


TRAVELLING EQUALS 
EXPERIENCE 

One of the biggest aspects of this game is 
traversity. Your party will have to negotiate 
its way across the continent of Angara, and 
along the way you'll meet strange people, 
dangerous enemies and bustling towns. Like 
most RPG's there's a World Map, where 
your party can travel to particular areas, and 
pinpoint your position from. Once in a 
village or town though, your commands 
change, and you can interact with people or 
your surroundings. All you need to do is 
place Isaac in front of whatever it is you're 
investigating and press the A button for him 
to check it out (or talk 
to the person if you're 
standing in front of 
someone). 

Another RPG 
element injected 
into this game is 
character classes. 
Your character class 


come across some mysterious figures and 
accidentally overhear them talking about 
some menacing plans. A battle ensues and 
you'll most certainly lose. But this is what is 
meant to happen. After all of these events 
we re-enter Vale three years later, after the 
tragedy, and our budding heroes are trying 
to learn as much as they can about the Vale 
bloodline power of Psyenergy (more about 
this later). Your adventure is about to begin. 


A TRUE RPG 

Camelot's experience in the RPG field is 
somewhat extensive. They worked on such 
systems as the SNES, MegaDrive and even 
the failed Sega Saturn. Those, along with 
their RPG-esque Mario sport titles, have 
proven that these guys know how to create 
an immersive storyline and a complex battle 
system. Every RPG has a battle system and 
as such, Golden Sun shines in this 
department. Whenever Isaac and his 
party are whisked into battle a 
beautiful scaling cut scene 
introduces your enemy and brings 
everything down to a 
pseudo third person 
view. This gives you 
a perfect vision of 
the fight, and helps 


you to attack the enemies in the correct 
fashion. The people of Vale are powerful 
people, and Isaac is no exception. A 
young squire, his sword skills are only 
outclassed by his Psyenergy. Isaac has 
the power of the Earth within him, and this 
enables him to perform attacks that call on 
the very ground to battle with. Each 
character has a different element within 
them, Garet has the Psyenergy of Fire, while 
Mia (another character you meet later in the 
game) has the Psyenergy of Water. Isaac's 
party will eventually consist of Garet, Mia, 
Jenna, and Ivan. All of them are under the 
age of 18 but as a group they wield 
enormous power and courage. 


THEY LOOK LIKE POKEMON 

Djinn are the elements of the Earth; Fire, 
Water, Wind and of course, Earth. They're 
strange little creatures that you'll run into 
along your quest. To have them aid you, 
you must first defeat them in battle 
(*cough* pokemon *cough) and 
once defeated they’ll join your side 
and you can assign them to any 
member of your party. Once joined 
with a character, that characters 
stats may change, and that means 
their attacks, defense, class or HP 
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The full 

PACKAGE 

★ Golden Sun comes packaged 
with not only the game and 
an in-depth instruction booklet, but 
also a map of the land of Angara. 
Secret of Mana did the same all 
those years ago on the SNES, and 
this little addition really helps draw 
you into the world your playing in. 
It's also a great way to avoid having 
to constantly look up your on- 


In it’s hometown of Japan, Golden Sun spent over 

FOUR MONTHS IN THE TOP FIVE BEST SELLING GAMES- 

that’s across all consoles! yy 



will change depending on either EXP 
(experience points) or Djinn. Placing 
different Djinn with different characters can 
alter their entire status, which again will boil 
down to experimentation and trial and error. 
EXP is gained through battles, the more 
enemies you face and defeat, the more EXP 
your party members will acquire. Much like 
pokemon and other RPG's, it's a great way 
to want to build your character up and as 
such works strongly as a replay element in 
the game. 

Along your travels, your party will come 
across towns with shops or inns for you to 
spend money. Items such as weapons, 
armour or herbs can be attained at these 
places of commerce and most stuff will 
certainly aid you in your quest. The land of 
Angara is a huge place and as such, there'll 
be plenty of shops to visit, the best thing to 
do is try and get as much money as you can 
to ensure you can buy everything you and 
your party needs to complete your 
adventure. Money is gained like EXP, in 
battle. Once an enemy is defeated you'll 
get a small monetary reward, you can also 
find money in jars, boxes or barrels which 
truly adds to the exploration and area 
investigation factor. 

SO r IS IT WORTH IT? 

Without a doubt yes. But there are those of 
you out there that may have no interest in 
adventure games like Zelda or an RPG like 
this, but I will say you're missing out on one 
of the most engaging forms of video game. 


Golden Sun is a truly epic journey, 
and despite a four page review, 
this games depth is far too 
deep to go into detail about here. 

It carries with it a wonderful story line, 
beautiful imagery, incredible sound, 
awesome characters, and an intense battle 
system with quirky elemental characters to 
play with. Above all this, Golden Sun fills 
the void most N64 owners know of as a 
total lack of RPG goodness, and at the end 
of the day, this game almost makes up for 
five years of nothing. In its hometown of 
Japan, Golden Sun spent over four months 



screen World 
Map! The map has 
spaces for you to 
p— write the names of 
certain villages as well. 


in the top five best selling games- 
that's across all platforms, and the 
renowned Famitsu Weekly gaming 
magazine scored the game 40 out of 40- 
and simply didn't stop raving about it. In 
the Western world RPG's are a little less 
desired than in Japan, but hopefully games 
like Golden Sun will change that, and with 
the current number of RPG's heading to 
both Game Boy Advance and 
GameCube, the only thing you 
can do is familiarise yourself 
with this awesome genre. 

Golden Sun is a must buy! 
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VERDICT 




P| 11 Q * HUGE world to explore 
■ ^ • Intense storyline 

• Creative and lovable characters 

• Complex battle system 


GRAPHICS: 

SOUND: 

GflMEPLRY: •• 


alternative; 

ACTION 

PAPER MARIO^ 

The only other turn-based 
Nintendo game worth 
looking at 


• You could play for so MTMIIC 
long your batteries nili 
might run out! 


OVERALL 


98 


NINTENDO GAMER 














































PUBLISHER: Nintendo * DEVELOPER: Intelligent Systems » GENRE: Platform * RELEASE: Available now * PRICE: $69.95 
RATING: G * PLAYERS: 1 * SAVE GAME SUPPORT: Cartridge * 


Andrew Bulmer goes plundering with the coolest onti-hero since Clint Eastwood 


ario has been around a lot longer than 
people give him credit for, and his 
previous games on the Game Boy 
have had a gameplay style that is uniquely 
Wario. In essence, Wario might be a 
platform game but the unique elements that 
have been injected into it make it more 
engaging, and also more difficult, than your 
run of the mill "jump and duck" platformer. 

Fans of the Mario games would be 
familiar with the gist of how his story 
works- beat up Bowser and save the 
Princess. But with this newest adventure 
starring Nintendo's own anti-hero, we are 
given a break from the needy antics of 
Princess Peach and are thrust into an 
adventure where the underlying motivation 
is greed. While there is little in the way of 
an in-game introduction the story has Wario 
plundering a Pyramid of Gold to rake in 
some priceless artifacts to pawn off for hard 
cash- my kind of guy really. 

FISTFUL OF DOLLARS 

The first level of Wario takes the form of a 
cleverly designed training level. You make 
your way through the level and to pass 
certain aspects you must use particular 


moves that you're taught during the level. 
The training level also introduces you to 
how the levels work. In order to gain access 
to the Pyramid you must first complete four 
different passages that are compiled of four 
levels, each with their own boss. In order to 
open the boss door at the end of the 
passage you need to assemble four stones, 
which are hidden as four pieces through the 
four levels, and a key which is needed to 
progress to the next level in the passage. 

The variety in Wario is outstanding and 
each passage doesn't necessarily indicate 
the same theme for the levels, with a wide 
variety on offer from fiery caves to your 
cliched forest level. The way the levels are 



executed are also unique, the goal is to 
collect the essential items and then activate 
the portal to warp out of the level. Once 
the exit portal is activated you have a time 
limit to reach it, which usually isn't that 
difficult but some items can only be 
collected once the portal has been 
activated. If you run out of time you start 
losing the coins you collected until they hit 
zero, then time is up and all the items are 
lost. This time limit also extends to bosses, 
which adds an extra dimension to the 
challenge. 

Collecting the pieces of stone during 
each level would be easy if this was a 
simple platformer, but it isn't. You need to 
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A TOUCH OF 
CLASS 

★ Looking at Wario holistically 
it's a great game but there are 
lots of little touches that help to give 
it a dash of charm. Before taking on a 
boss Wario will have a quick session 
on the weights, and for a victory 
celebration he will strike posses that 
Arnie himself would be proud of. 
When being sucked through portals 
Wario will let out a rather amusing 



{{The game is tinged with excellent comedy elements 

AND ALTHOUGH SOMETIMES A TAD ON THE DARK SIDE, IT’s 
NOTHING A RELIABLE LIGHT SOURCE CAN’T FIX JJ 



scream, and during different actions 
you will actually see the expression 
on his face change. Elements like 
these bring the game and Wario to 
life making it more enjoyable. 




familiarise yourself with your surroundings 
and your enemies, some of which will 
actually help you complete the level. Being 
stung by bees will cause Wario to inflate 
and float upwards while getting hit with a 
hammer will turn him into a spring to smash 
upwards through bricks. Being attacked in 
this manner doesn't diminish your power 
and in fact in previous Wario games you 
were invincible, something that has changed 
for this game, and definitely for the better 
Where's the challenge of beating a boss 
when they can't hurt you? 

FOR A FEW DOLLARS MORE 

Technically Wario is everything you'd expect 
from Nintendo, it has some brilliant 
transparency effects and great detail to the 
surroundings and characters, and overall the 
game is extremely sharp and polished. The 
controls are near perfect and the sound 
blasts away some fine level sounds although 
nothing overly catchy or impressive, it's 
there and it sounds good but no love is lost 
if the ambient noise wins the decibel battle. 
Despite the sound being nothing to write 
home about you can collect CD's from each 
level that you can listen to in the sound 
gallery, a clever enough idea to add more to 
the game. 

Wario also has another dimension with 
medals and mini-games. Medals can be 
collected during levels and are used to buy 
items before you go up against bosses. If 
you can't seem to find any in the levels, 
that's ok, because there are three different 


mini-games you can play to win medals. All 
the mini-games are no frills with baseball, 
Wario roulette and Wario hop where Wario 
runs on a tire and you must jump oncoming 
obstacles. The disappointing thing is that 
these mini-games are not playable 
separately from your saved game. 

THE GOOD, THE BAD AND THE 
UGLY 

All things considered Wario is a great game, 
and very fun to play, but like most games it 
has a few aspects worth whining about. For 
one there are only two save slots, which is 


fine if only you play it but if the game does 
the rounds then you need more than that. 
Actually that and not being able to play 
mini-games are the only things worth 
whining about, the game is tinged with 
excellent comedy elements and although 
sometimes the game is a tad on the dark 
side, it is nothing a reliable light source can't 
fix. If you want to know if this game is as 
good as Mario Advance, well the gameplay 
is on par, and although Wario is fun the level 
design feels a bit off and one-dimensional at 
times, but nothing so detrimental that you 
won't play till the very end. 
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Spyro: Season of Ice 

♦ PUBLISHER: Universal Interactive * DEVELOPER: Digital Eclipse * GENRE: Platform/Adventure ★ RELEASE: December * PRICE: $99.95 

* RATING: G * PLAYERS: 1 - SAVE GAME SUPPORT: Cartridge * 



Bryce breathes some fire into Spyro as the Dragon delivers on GBA 




hh... Spyro. When the GBA became 
public knowledge, all and sundry were 
understandably excited. Then, the 
potential of such a powerful hand-held 
started to really dawn on us. The re-birth of 
the 2D era? A stunning retrospective into 
what made us all hopelessly addicted 
gamers in the first place? Bio-dimensional 
platforming adventures were set to take the 
rightful throne once more... 

ICE TO MEET YOU 

So what exactly is a ‘Season of Ice? 
'WINTER' I hear you scream rather stupidly 
at the magazine... yes, Winter indeed. 
However, the title 'Spyro: Winter' not only 
lacks the poetic nature of 'Season of Ice', 
but also, well, sounds crap. 

More than that, it would be misleading. 

In fact, as the title stands, you may be 
forgiven for expecting vast locales of icy 
terrain, with a frostbitten lizard fighting the 
elements just to stay alive. No, this is not 
the case at all. Actually, of just the first 
three levels, one took place near an un¬ 
named volcano in a sea of hot lava, and 
another at the beach where the bad guys 
were guilty of, among other things, 


disturbing our friends' tan. No, I'm not 
joking. 

The story is admittedly rather innovative. 
In that, no one in their right mind would 
have expected it. The scene is set with our 
scaly protagonist taking a nap on the 
beach... only to be disturbed by a passing 
message-bearing balloon. It seems someone 
has cast a spell over Fairy World, freezing all 
the fairies of the land (a nice round 100 to 
be precise) who have thus been captured 
and frozen in perfect cubic zirconias. To top 
this off, the evil Rhynocs have returned and 
are gathering the fairy-iceblocks to feed 
Lorry in his cage. 

Being that the game is named after him, 



Spyro takes responsibility and seeks to put 
all the evils of the world right. How does he 
intend to do this? Read on, weary traveler, 
read on... 

DRAGONS CAN'T TALK 

After the amusing little intro draws to a 
close, the first thing you will notice is Spyro. 
There. In the middle of your screen. With 
ground to his front, back, and sides. This is 
not your standard 2D platformer folks, but a 
3D platformer using 2D sprites in an 
isometric view. If you are having trouble 
imagining how it works, think back to FIFA 
on the SNES or MegaDrive. Now imagine if 
one of the players on the field was a 
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tt Breathing fire is a birthright being a 
Dragon and all, which is his main weapon 

AGAINST ADVERSARIES 



Mario 6% 
Advance ? 

Well, Spyro was originally a 
fV spin-off of Super Mario 64, 
dumbed down a little for a younger 
audience, and the lower overall 
intelligence of PSOne owners. With 
this, the first 3D-style platformer for 
the GBA, looking so good so early 
in its life, can we expect a 3D 
Mario, the likes of his outing on 
N64? I think it's more than possible, 
as Spyro shows us. This little pocket 
wonder has more power than 
originally thought, that's for sure, 
and we are only just seeing the 
surface scratched here. 


dragon, who could breathe fire. And one 
day he got a balloon message telling him his 
friends were in danger - uhh... well, you get 
the idea. Spyro. Isometric. 3D. 

Spyro is somewhat equipped in his quest 
with a few abilities. Breathing fire is a 
birthright being a dragon and all, which is 
his main weapon against adversaries. 
Remember, Spyro is only a little guy though, 
so don't go expecting an inferno 
comparable to the depths of hell... more of 
a glorified cigarette lighter. His other attack 
is his charge. Hold down R1, and Spyro 
ducks his head and runs like hell until he 
hits something, a little like Kosta when we 
take his leash off. Required in some places, 
this one takes a little getting used to, 
especially for lining up angles. 

Jumping is fairly stock-standard in a 
platformer, right? Wrong. Sure, press the A 
button once and watch as Spyro leaps 
rather uneventfully in the air. Next, press A 
once more as his jump hits it’s peak, and 
watch in awe as he gracefully glides 
through the pixellated air. But wait, in the 
grand tradition of Tony Shaw, 'There's 
More.’ Tap the Jump button once more just 
before Spyro touches down, and watch the 
final act of his aerial ballet as he 'hovers' 
momentarily with a flutter of the wings, 
giving you that slight bit of extra height and 
distance you may have required. 

WELCOME TO NINTENDO 
SPYRO 

With all the talk about 'isometric' buzzing 


around, you may be wondering just how it 
looks. Well, there is a reason I left it until 
last... I can't decide. When you first power 
it up, you're caught between a feeling of 
'Wow, they can do this?', and one of 
'Hmm... how many shades of brown are 
there?’. Spyro looks like he is sliding across 
the ground to begin with, and you really 
have to lose yourself in the game before it 
looks right. Each level has its own theme, 
but they lack the colour variety of Rayman, 
and also the life. Apart from the gems 
you're collecting, and the odd Rhynoc, 
things are a little dull. There is no denying 


that the animation itself is silky smooth and 
beautiful, but a few more colours would 
have done it a world of favours. 

However, the gameplay is where it's at. 
And this particular gem-collector is 
somewhat of a gem itself. It's no instant 
classic and it's not for everyone and a little 
more variety would have been welcome, 
but this is a solid game. It's not particularly 
hard to get into, there are 100 fairies to 
emancipate and a whopping 7,000 gems to 
add to your collection... plus haven't we 
always been hoping someone would show 
those Rhynocs a thing or two? 
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PUBLISHER: Nintendo 


DEVELOPER: Intelligent Systems * GENRE: RPG * RELEASE: Now * PRICE: $89.95 
PLAYERS: 1 * SAVE GAME SUPPORT: Cartridge 


Steve takes lessons in origami to tackle Paper Hario 


k, so a lot of you already know that 
this game was reviewed in N64 Gamer 
# 39. So why are we doing it again? 
Basically since Nintendo Gamer is effectively 
a new magazine, we've attracted a lot of 
new readers, doubly, our original review 
was months and months early. So we 
decided we should re-approach the game, 
and considering it is officially the last N64 
game being released in Australia, it's sort of 
like a big good-bye to the black box of love 
we all know so well. 

PAPER CUTS HURT 

For the uninitiated, Paper Mario is an RPG 
set in the Mario universe starring, you 
guessed it, Mario. The thing that sets this 
game aside from all other Mario games is 
that it doesn't take itself too seriously. 

Mario is the hero and Bowser wants to beat 
him up because he's jealous of Mario, and 
he has a crush on Peach, in fact everything 
Mario does infuriates Bowser because no 
one takes him seriously, and as such, he 
decides to steal the Star Rod from Star 
Haven. With it he plots to make a grand 
entrance at Princess Peach’s castle, beat up 
Mario in front of her (thus humiliating him) 


and kidnap the Princess. In a surprising twist 
of fate [not] Bowser does all of the above, 
and Mario must now rescue the Princess 
[again]. However, along the way Mario 
must undo a lot of wrongs and thwart 
Bowser's helpers. With the power of the 
Star Rod, the rotten mutant Koopa has 
imprisoned the seven stars that were 
protecting the Rod (not very well we might 
add), and every time Mario rescues one he'll 
get access to their powers and make himself 
that much more stronger. 


MARIO KNOWS HIS ROLE 

The premise of the game follows the RPG 
rule book very well, yet manages to subtly 




add some nice and refreshing features to 
the turn-based genre. As you traverse the 
Mushroom Kingdom, you'll have to stop 
and talk to a lot of people, as well as recruit 
a bunch of characters into Mario's party. 

The likes of Goombahs, Bobombs and even 
Boos will likely join the ranks of Mario's 
helpers, and as the game progresses, you'll 
soon learn that the plumber is going to 
need all the help he can get! Information 
gathering, item collection, sub-stories and 
side-quests are all in a days work for our 



flat out hero and at the end of it all, an 
equally flat out arch villain. 

Paper Mario’s unique look and emphasis 
on immersion over visual stimulation only 
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ttTHE BATTLE SYSTEM FOR PAPER MARIO IS BY FAR THE 
GAMES STRONGEST FEATURE, AND IS EASILY THE BEST WE’VE 


COME ACROSS IN AN RPG 




★ Throughout the game Mario 
can go revisit his brother at 
their home. While there, 
progressively, Luigi will become 
more and more iterant that he can 
join Mario in his quest. He'll keep 
asking you how you're going and 
the like, but eventually he starts to 
whinge about never being given the 
chance to indulge on a quest with 
his bigger brother. Despite having 
his own game on the SNES called 
“Mario is missing". Well he has his 
own game now, so he can rest easy. 
Maybe more are on the way.zzzxxa 

L ^ 


adds to the games overall appeal. Mario 
and all other characters in the game are 
made up of sprites, 2D images that have no 
body whatsoever. Turning Mario around will 
only flip him as you would a card or piece 
of paper, it works wonderfully well and 
oozes with charm. The backgrounds, 
however, are made up of polygons and 
every time Mario walks into a house or 
building, the structure will fold away like a 
house of cards- it's simply one of the most 
unique looking games we've seen in a long 
time! 

REAL TURN-BASED TIME 

The battle system for Paper Mario is by far 
the games strongest feature, and in this 
reviewers opinion, the best RPG battle 
system I've come across yet. Instead of 
random attacks, you have the ability to 
utilise real-time elements in the turn-based 
system. For example, Mario may have a 
jumping attack, usually the attack would 
only inflict four points of damage, with the 
real-time elements though, pressing the A 
button at the right time could ensure Mario 
gets a stronger attack or consecutive attacks 
depending on his current abilities. On top of 
this, the same applies for receiving damage, 
pressing A at the right moment could make 
Mario lose one less point than he was going 
to, great in those sticky moments where 
your power is extremely low. With each 
battle Mario will have the ability to call on 
one of his party member, he can only have 
one out at a time, and changing a character 


mid battle, will cost you a turn, but 
strategising your line-up will greatly improve 
your chances of kicking bad guy ass. On 
top of all this Mario also has the ability to 
learn magic moves or buy items that create 
huge attacks, like a rain of stars or fire balls 
and even a huge lightning bolt are all but a 
part of what Mario can conjure. 

SO CUTE IT CAN r T BE GOOD, 
RIGHT? 

Wrong, this game is about the best RPG 
experience you'll have on the N64, and 
easily rivals the bigger name RPG’s on other 


consoles (whom shall remain nameless here 
for the sake of others). It has a hilarious 
story with some of the quirkiest Mario 
characters letting their hair down, it has a 
unique and intuitive battle system, and it 
just looks so good. Colourful, bright, funny 
and most of all, innocent. The game plays 
like a dream and you couldn't ask for a 
better N64 good-bye gift. There are only a 
few copies being released so make sure you 
reserve yours ASAP! Do yourself a favour 
and buy this game, it may be some of your 
hard-earned GameCube money, but hey, 
spoil your N64, before its too late. 
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Andy relives his high school days- by playing Doom hours on end 


oom. It's just a word sure, but 
everybody knows it. Doom is given a 
lot of credit for helping to create the 
entire first-person shooter genre. Games like 
Wolfenstien may have come earlier, and had 
a huge following, but Doom offered a level 
of terror and action that outclassed 
anything and everything at the time. It's 
widespread popularity may have had 
something do to with it being free (thanks 
Shareware), but the Doom engine itself is 
something to be amazed at. The Doom 
engine took you through a variety of maze¬ 
like levels, simple in their theory but perfect 
in their execution. Players could travel inside 
and outside levels as well as discover secret 



areas and items in a variety of levels that 
were varied beyond simply changing 
background colours. Despite being nearly 
ten years old the name "Doom'' is spoken 
with a reverence that Nintendo fans would 
more quickly associate with Mario. The fact 
that Doom is again being re-released on a 
different format, after already being 
released on just about every format 
conceivable, is further testimony to its 
legendary status. 

IT IS "EXACTLY" LIKE DOOM 

Despite the fond memories that many 
people have of Doom it is conceivable that 
some people may not have ever played the 



game. To fill these people in, Doom is about 
blasting away hordes of demons that have 
taken over a Martian Moon Base. Sadly this 
story element and its progression is lacking 
in the game, an element that would have 
gone a long way to enhancing the games 
atmosphere, something that is synonymous 
with Doom. But even without any 
semblance of a story one is easily goaded in 
by the seemingly simple task of blowing 
away demons. 

Instantly recognisable with this port is • 
that it is exactly like Doom on the PC, Imp's 
and Cacodemons look the same right down 
to the somewhat awkward scaling of 
sprites, and given that they have squeezed 
in all the essentials of the Doom engine, it 
has turned out remarkably well. There is 
some minor slowdown if you enter a large 
room with loads of enemies, but that could 
be forgiven because at its best, Doom 
moves very fast and smoothly. Some steps 
were taken to help remedy this situation 
such as when you kill an enemy they 
disappear after seconds, and without that 
option the game would be very sluggish. 
One thing that is unfortunately, yet 
understandably absent, is “real" blood. 
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{{The entire arsenal is included from a simple 
Chainsaw right up through the Shotgun and 
Chaincun, to the Plasma Rifle and BFG 9000 }} 
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I MENSION 

★ You may be quick to yell that 
the GBA is so good that it can 
handle a 3D shooter but that 
overlooks the fact that Doom is not 
3D and neither was Wolfenstein 3D 
before it. Doom may appear to 
occur in a 3-Dimenional-esque 
plane but it is only pseudo 3D, 
made up of clever techniques that 
will scale the pixels as you 
approach an object this is called 
Mode 7. 

What does this mean in the 
scheme of things? Well not much 
really, it’s still a pretty kick arse game. 


There is blood, but it's green, an obvious 
ploy to appease proponents of non-violent 
videogames. As was pointed out, however, 
certain satanic imagery does remain, 
complete with pentagrams and I guess, in 
the fact that the enemy is comprised of 
demonic creatures. 

All the items and weapons have also 
been included, different maps require you to 
collect different coloured keys and you can 
pick up armour, medkits and backpacks. On 
top of this the entire arsenal is included 
from a simple Chainsaw right up through 
the Shotgun and Chaingun, to the Plasma 
Rifle and BFG 9000. 

THE D-PAD DILEMMA 

In first-person shooters pinpoint control is 
essential and in Doom you are given six 
different styles to choose from. Given the 
pure range of buttons needed some 
obviously double up, but the execution of 
button combinations is relatively simple and 
nothing is forgotten. Doom fans will of 
course remember that you don't need a 
reload button, a stroke of luck as the 
configuration is already overcrowded. 

One aspect that went to making Doom 
such a memorable shooter was the 
atmosphere, graphically the GBA excels in 
this department, with dynamic lighting (a 
selectable option with static lighting 
available to get through dark areas), adding 
to that eerie B-grade horror flick feeling. But 
the music and sound effects were always 
the icing on the cake, and this is something 


lacking from the GBA. The sound effects of 
the demons just aren't that convincing and 
the background effects have been toned 
down a little too much, although the 
shotgun and other weapons are classic 
digitised PC. 

HANDHELD CATHARSIS 

Despite the technical achievement of fitting 
Doom on to the GBA so successfully, a 
multi-player AND a co-op mode have been 
squeezed in for good measure. The multi¬ 
player mode can handle up to four players, 
but each player must have his or her own 


cartridge in order to slog it out. Don't 
expect anything ground breaking with the 
multi-player though, it is strictly old school. 
No progressive frag counts and no radars, 
this is deathmatch in its purest form, and a 
completely different ballgame than 
Goldeneye and PD multi-player. The co-op 
mode is functional enough, but for all it's 
worth the co-op mode is really just a two- 
player mode for people who are too wussy 
to play a deathmatch. 

In its entirety Doom is an excellent port, 
and you would be crazy not add this to 
your collection. 
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Lorry has always had a thing for heroes with pointed ears 


0 or those who want to engage in some 
roof top skull cracking with the caped 
coconut a.k.a. Batman, look no further 
as Batman: Vengeance will have Bat-fans 
glued to their GBA's until Gotham is safe 
from Batman's nastiest foes. Once again the 
Joker has devised a fiendish plan to keep 
Batman on his pointed toes, though the 
Jokers motives are predictable, the nice 
thing is that you don't know what his plans 
are despite a cut scene showing the Clown 
prince of crime in a meeting with Harlequin 
and his usual band of thick skulled cronies. 

TIGHTS AND CAPES 

As always Batman is on his nightly rounds 
to keep the dark streets of Gotham safe, 
after picking up a police radio transmission 
of a robbery in progress at the Gotham 
museum, he contacts Batgirl to get an up 
date on the situation. However, the only 
thing that Batgirl knows is that the Joker is 
behind it all. 

So you, the player, must take on the role 
of the caped crusader and stand to the 
challenge of beating the Joker at another 
nightly round of deadly card dealing. In 
order to get to him you must punch, jump- 


kick, sweep, leap, dodge and glide your way 
through the typical gaggle of colourful 
goons who are armed with bazookas and 
other death dealing weapons. The 
unfortunate thing though, is that the 
enemies are not too bright, you can just 
simply stand and wait for them to run in to 
your fists which is obviously no challenge 
whatsoever. As for the ones that are armed, 


all it takes is a little bit of ducking and 
weaving to reach your enemy and pound 
them senseless- boring! 

WHAT'S A BATARANG? 

As always each level is themed to the villain 
you wind up going toe to toe with at the 
end of. For instance, Mr. Freezes level 
resembles the Antarctic except that it is set 



ttONCE AGAIN THE JOKER HAS DEVISED A FIENDISH PLAN 

to keep Batman on his pointed toes, though his 

MOTIVES ARE PREDICTABLE ... )) 
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in a warehouse. Poison Ivy’s level on the 
other hand is much warmer and is occupied 
by man-eating plants that you'll have to be 
weary of during game play. Of course the 
Joker will keep you wide awake with his 
trademark bag of deadly tricks. 

As you come across each of these 
flamboyant fiends the pieces of the puzzle 
will surely fit into place for you'll soon 
realise that this deadly trio has joined forces 
to place Gotham once again under siege. 

As for other challenges you will have to 
keep your wits about you as you have to 
negotiate Batman about, leaping from roof 
top to roof top, trying to avoid scolding hot 
steam billowing out of pipes among other 
things. As another added challenge you 
have to avoid enemy fire, be it an incoming 
rocket, or even gun fire. 

THE D-PAD MAKES HIM MOVE 

An unfortunate thing with the game is that 
the controls are extremely touchy, so when 
you press your D-pad to move Batman to a 
ledge, you'll sometimes over step and he'll 
wind up plunging to his death (it could just 
be you Lorry- Steve.), which can be very 
frustrating, especially when you want to 
progress and finish the game off. Instead of 
having the usual three lives you only have 
one, sure it adds to the challenge but it also 
adds to the frustration of having to 
continue and be taken back to a point in 
the game that was annoying in the first 
place. 

Even though Batman is one stoic 
character he certainly doesn't leave himself 
completely in the dark. His ever loyal butler 
Alfred aids you whenever he can via radio 
contact whether it is on the tools you carry 
on your utility belt or how to get through 
an obstacle the best way possible. As an 



added bonus to the game you get to be 
Robin. The Boy Wonder has acrobatic skills 
the caped crusader doesn't which are an 
advantage to have, in order to stop this 
current crime wave. Also Batgirl is there to 
keep you up to date on each and every 
dangerous situation you're about to face. 

IT DOESN'T JUST HOLD HIS 
PANTS UP 

To aid Batman on his quest for justice his 
ever trusty utility belt carry's some nifty 
gadgets to get you out of most sticky 
situations. You start off with five batarangs 
which will temporarily stun your enemies; of 
course you also have your handy grappling 
hook which will allow you to gain access to 
higher levels. You can also carry one smoke 
bomb which you must use sparingly for that 
hot moment. On top of all this you also 


have three life refills which certainly come in 
handy to use when you're low on life. 

Warner Bros Interactive has truly 
captured the twisted and brooding world of 
Batman that is based upon the popular 
animated series. With it's trademark gothic 
architecture and permanently stained blood 
red sky, accompanied by the Danny 
Elfman's (Batman, Batman Returns), score it 
will keep Bat-fans happy. As another nice 
little feature to introduce the world Batman 
lives in, a breath taking full motion video 
(FMV) sequence flies a panning camera 
through the city to reveal Batman standing 
atop a building. 

Despite this title having a lot of promise 
and looking oh so very nice, it has some 
faults that should have been dealt with 
during development. Still if you're a Bat-fan 
you'll get some enjoyment from this game. 



ALTERNATIVE 

ACTION 

ALTERNATE ACTION: 
SPIDERMAN 

This game has looks and 
brains 



• You get to fly the Bat - 

• Batman 

• FMV 


• Bad collision 
detection 

• Limited play 

• Side-scrolling 
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THQ * DEVELOPER: Natsume * GENRE: Wrestling * RELEASE: December < PRICE: $89.95 * RATING: TBA 
PLAYERS: 1-4 SAVE GAME SUPPORT: Cartridge 


Height 6*4“ 

Weight 246 pounds 

From Greenwich. 
Connecticut 


Finishing Moue 

Pedigree 


Road to Wresylemanir 


Steve wonders why? Why this game fails in almost every way 



restling. A modern gladiator sport that 
has been licensed and licensed so 
much, that the profession could be 
mixed up with that other profession of 
working street corners. Sometimes a great 
license comes out of the WWF and 
sometimes an awesome, enjoyable and 
faithful game portrays the sweaty soap 
opera we’ve all grown to love. 

Unfortunately this is no such game. 


SO THAT GBA, IT CAN MAKE 
NOISE RIGHT? 

The first thing that I cringed at when 
playing WWF R2W was the sound. Nothing 
but original Game Boy quality music straight 
from the get-go. The GBA is so much more 
capable than this game could lead many to 
believe, and for those of us that have heard 
or played Castlevania: CotM, pretend this 
game forgot what you could do with Factor 
5's music tools. 

The game starts like most other WWF 
licenses, you have the option to choose 
varying Single Play matches, multiplayer, or 
to tamper with the options. Obviously the 
Single Play has the most to offer and as 
such you can choose from six match types 
beginning with Single, Tag, Cage, Triple 
Threat, Hardcore or Submission. On top of 
this you also have five different game 
modes consisting of Season, Exhibition, King 
of the Ring, Pay-Per-View and of course, 
Wrestlemania. With over 24 WWF Wrestlers 
on the roster, you'd think this game has the 
potential to keep you busy for months, but 
alas, no. it's not meant to be. WWF R2W is 
nothing short of boring, dull and dare I say 
it GBC like. It's a harsh world, and as much 
as I’d love to love this game (being a huge 
Wrestling fan), but there's simply nothing 
this game can do to keep you interested. 
Visually it falls short in every conceivable 
category, be it the limited frames of 
animation on each wrestler, the low colour 
count, or simply the very limited room of 
play, WWF R2W is a visual nightmare. It’s 
such a shame that this standard of game 
has been released under the 'Only for GBA' 
banner, because as it stands, it could easily 
have been produced for the GBC. 



ANOTHER SHOT AT THE TITLE 

All of that being said, there are story-lines 
for each character in the game, and 
wrestling fans could get a lot out of it 
because of that, but as far as I can see, the 
game really has nothing else redeeming, 
and even a license as strong as the WWF 
couldn't pick this game up higher than it 
stands. It's a true shame that the first WWF 
game to come to GBA falls short of the 
expectations of this ‘sports' hardcore fans, 


but THQ have a habit of picking some good 
stuff, and with that, sometimes we have to 
take the bad. Hopefully the company will 
recruit a more GBA experienced 
development team for their next WWF 
outing and as WWF is one of THQ's most 
reveared licenses, surely they'll listen to our 
complaints about something that should 
have been great. Until then, unless you're a 
hell hardcore wrestling nut, you may want 
to wait for something better. 
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Fortress 


' PUBLISHER: THQ/Majesco * DEVELOPER: Pipedream Interactive * GENRE: Puzzle/Strategy RELEASE: December < PRICE: $89.95 

RATING: G ★ PLAYERS: 1-2 * SAVE GAME SUPPORT: Cartridge ' 



Steve stacks some boxes around his desk to bury himself in Fortress 


© 


ortress, upon first inspection, will 
probably come off as nothing more 
than a jerky Tetris clone. But this is 
most certainly not the case, as those willing 
to look beyond its apparent Tetris homage 
will notice that this game is as deep and 
involving as Kosta's feminine side. 


ITS ALL ABOUT LEVELS 

The basic gist of Fortress is simple, take four 
moments in time and use them as a theme 
to kill your opponent. The premise is to build 
a fort around your main door, and protect it 
at any cost. Bricks fall from the sky Tetris 
style, and you have to strategically place 
them to not only protect your main door, 
but also gain offensive leverage to bombard 
your opponent. Successfully building a 
complete part of your fortress will result in 
you receiving a 'weapon block’. Place the 
weapon block at a vantage point and it will 
periodically fire on your opponent. The 
closest analogy to this is that Fortress is 
basically Tetris meets Worms in a hand-held 
free-for-all. The themed times are simple, 
you have Prehistoric times were you’re more 
or less building nothing but mountains out 
of shapeless rocks and your weapons are 
basically slingshots mounted within your 
make-shift fortress. Medieval is a bit more 
flashy as you build castles with booming 
towers and cannons are your mounted 
weapon here. These two themes are then 
followed by Pirates and finally Space (which 
has some damn cool music). Each level has 
varying differences, but fundamentally it 
doesn't matter which you choose, the 
objective will always remain the same, but as 
they say, variety is the spice of life. 





THE GAMES STRATEGY ELEMENT IS REASONABLY IN-DEPTH 
AND THE AI CAN GO FROM EASY TO PLAIN HARD fj 



SCRATCHING THE SURFACE 

The games strategy element is reasonably 
in-depth, and the systems Al (depending on 
your difficulty level), can go from piss-easy 
to just plain hard. But the learning curve is a 
welcomed challenge as the games biggest 
short-coming is its limited gameplay. But 
this is also helped with a pretty cool 
multiplayer, where you and a friend (or 
enemy) can build it up and slog it out to see 
who is the mightiest hand-held gamer. The 


music in the game is a mixed bag of fast- 
paced frantic tunes to boppy melodic beeps 
that will zone out depending on your level 
of concentration. Aside from that the sound 
effects leave little to be desired and can 
become annoying (especially when you 
launch your suicide bomber and he screams 
in pain). Fortress is a great idea, something 
fresh and new despite its borrowed 
elements. But the game doesn't offer 
enough. 
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ALTERNATIVE 

ACTION 

TETRIS WORLDS 

Tetris, it started it all! 


P g • Interesting idea 


Great learning curve 
In-depth strategy 


GRAPHICS: 

• 


SOUND: 

• 

• 

GAMEPLAY: 

n 
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• Limited gameplay 
elements 

• Annoying sound effects 

• Not that well presented 
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James likes gobbling up funny tablets - He also likes Pac-Man 


y and large, the golden rule of "retro" 
collections for any video game system 
is that of the half a dozen or so games 
included, all but one or two will be crap. 
While Namco followed this rule to the letter 
with their Namco Museum series for the 
PlayStation, they've broken with tradition to 
give GBA owners an even break. This 
cartridge features Ms. Pac-Man, Pole 
Position, Dig Dug, Galaxian and Galaga, 
better than half of which are all-time 
classics. 

Ms. Pac-Man, the sequel to the power- 
pellet pushing hit of 1980, is not some girly 
substitute for the real thing. It's a lot harder 
than Pac-Man, has more variety in the 
levels, and is widely regarded as the best of 
the series. The resolution of the GBA screen 
doesn't exactly match that of the original 
arcade units, so you have the choice to play 
Ms. Pac-Man at two different resolutions: 
zoomed in for extra detail, or zoomed out 
to see the whole play area. 

Dig Dug, to this very day, is the only 
game in existence where you inflate 
enemies until they explode. In a cramped 
subterranean setting, you play a lone 
construction worker who must end the 
plague of dragons and mysterious goggled 
"pookas." It's deceptively simple, with nice 
touches like falling rocks and different 
coloured layers of strata. 

Another game you just keep coming 
back to is Galaga. In 1981 it introduced 
enemies that attacked in complex 
formations, and harrowing bonus stages. 
Best of all were the aliens with the tractor 
beams: if you got a ship caught in one, and 
subsequently freed it, you would get a 
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Namco Museum is perfect when 

YOU NEED A QUICK RUSH ff 



double ship, with double the firepower! 

Taking up the rear are Galaxian and Pole 
Position; both sterling games in their day, 
but perhaps just a little too old even for a 
retro collection. Galaxian is almost as simple 
as Space Invaders, with little more than 
colour graphics to distinguish it. Pole 
Position runs very smooth, and the scale is 
suited perfectly to the GBA screen, but 
constant attention must be given to gear 
changes and sudden turns. 


As an integrated package, Namco 
Museum for the Game Boy Advance is 
excellent value. While other titles may be 
better suited for playing over long periods 
of time, Namco Museum is perfect when 
you need a quick rush. Like smoking crack, 
it's addictive, and very, very cool. 

NOTE: Nintendo Gamer does not 
condone the use of crack nor does it stand 
by the knowledge that it is fun to do. Mr. 
Cottee's opinion's are his own. :P 
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VERDICT 



ACTION 

CASTLEVANIA: CIRCLE 
OF THE MOON 

More like heroin than crack: 
protracted retro perfection! 




PLUS 


• Highly addictive 

• Good game design 

• Retro = Cool 


GRAPHICS: 

SOUND: % % 
GAMEPLAY: ' 
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• Limited variety 

• Only good for short 
bursts 


MINUS 
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LET’S HAVE FUN WITH PACMAN. | 
NOW LET’S GO TO BLOCK TOWN. 


. 



* * * 




Pac-Man collection 


« PUBLISHER: Ozi Soft > DEVELOPER: Mass Media GENRE: Puzzle RELEASE: TBA PRICE: $89.95 RATING: G 

PLAYERS: 1 - SAVE GAME SUPPORT: Cartridge * 



Lorry likes to go pellet-munching with ol’ pal Pac-Man 




ow the famous yellow tennis ball with 
an appetite for ghosts has invaded the 
GBA f this arcade classic had millions 
of kids hooked during the early eighties. 

First up is Pac-Man Arrangement, this 
installment was nothing more than a 
supped-up version of the original, from 
having entry and exit ways from one end of 
the screen to the other and speed arrows 



GRAPHICS: 
SOUND: • 

GAHEPLAY: 



that allow you to speed around the maze to 
reach your objective just that bit quicker. 
Next is the original Pac-Man where you 
negotiate Pac-Man around the maze while 
munching down on pellets and fruit while 
trying to avoid ghosts. Of course, like all of 
the installments once you've chomped on a 
super pellet the ghosts instantly turn blue 
allowing you to gobble them up. 



The third and most challenging of the 
four games is Pac-Attack, this Tetris styled 
game lets you move around blocks in a 
strategic order but this time they contain 
ghosts. When a block with Pac-Man is 
lowered and if you have placed it in the 
right position he eats the ghosts with in 
that area The last and least played is Pac- 
Mania as boring as lawn bowls. 




Snoopy tennis 




* PUBLISHER: Infrogrames I DEVELOPER: Mermaid Studios * GENRE: Sports * RELEASE: Now * PRICE: $59.95 * RATING: G * 

PLAYERS: 1-2 • 


Lorry has always wanted to play tennis with Snoopy. 




noopy tennis finally gives GBC 
players a chance to play as one of 
their favourite Peanuts characters. 

You have the choice of playing with nine 
characters and the chance of unlocking four 
mystery characters. The nine known 
characters are the ever silent yet 
introspective Snoopy, his ever tolerant pal 
Charlie Brown, loud mouth Lucy, her 



insecure brother Linus and child prodigy 
Schroder. The other three are Peppermint 
Patty who has a permanent crush on Charlie 
also friends Franklin and Sally. It's a pity you 
can't play as Woodchuck Snoopy's 
feathered friend, for it would add to the 
challenge factor of the game. 

You have five modes of play from 
Normal to Power, Points Race, Sudden Win 



and Squash. 

To make the game a tad more interesting 
you have the choice of playing in four 
courts that have a Forest, Beach, School 
yard and Backyard environment. 

As a novelty game it does have a small 
degree of interest though Mario Tennis has 
all ready explored the same territory well 
before this game. 
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□ The CameCube MPU (Multi Processing Unit) is a custom 

□ IBM Power PC dubbed "Gekko". Made exclusively for 
Nintendo by IBM the chip contains: 


Manufacturing Process 
Clock Frequency 
CPU Capacity 
Internal Data Precision 
External Bus 


Internal Cache 


ALL YOU NEED TO KNOW, AND A LITTLE BIT MORE 


KOSTA TAKES US ON A COLLECTIVE JOURNEY OF 
WHAT GAMECUBE IS r DOES, AND MEANS... 


B y the time you read this the 
GameCube will be available for 
purchase in both Japan and the United 
States, with no word as of yet as to 
when it will reach our shore. Nintendo's 
GameCube is more than just another 
console; it represents everything we've 
all grown to love from Nintendo. Some 
see it as the console that will fix the 
mistakes from their past, especially with 
the Nintendo 64. Others see it as a true 
original in the growing "complete home 
entertainment unit" market, i.e. the 
game console market. Whatever it may 
be, the GameCube is Nintendo's next 
generation console and as such it 
should, and will, be embraced by the 
world. 


0.18 micron IBM Copper Wire Technology 
405 MHz 

1125 Dmips (Dhrystone 2.1) 

2-bit Integer and 64-bit Floating-point 
1.3 CB/second peak bandwidth 
32-bit address space 
64-bit data bus 
162 MHz clock 

LI- Instruction 32KB, Data 32KB (8 way) 
L2- 256KB (2 way) 


The system LSI for GameCube has been custom built by ATI using NEC 
technology. The "Flipper" contains: 


Manufacturing Process 
Clock Frequency 
Embedded Frame Buffer 
Sustainable Latency 
Embedded Texture 
Cache 

Sustainable Latency 
Image Processing 
Functions (effects the 
hardware is capable of 


0.18 micron NEC Embedded RAM 
162 MHz 

Approximately 2 MB 
5ns (1T-5RAM) 

Approximately 1 MB 
5ns (1T-SRAM) 

24-bit Colour, 24-bit Z Buffer 
Fog, Subpixel Anti-aliasing, 8 Hardware Lights, Alpha 
Blending, Virtual Texture Design, Multi-texturing, Bump 
Mapping, MIP Mapping, Bilinear Filtering, Trilinear 
Filtering, Ansitropic Filtering, Real-time Hardware 
Texture Decompression (S3TC) 


The audio processor has been built into the systems LSI and was designed 
by Factor 5 with Nintendo. It supports Dolby Pro-Logic II and contains a CU 
custom Macronix 16-bit DSP with up to 64 simultaneous channels. □ 
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THE PHILOSOPHY 

Sony has gone on record to proclaim that 
their machine is not a videogame console, 
that it is however a complete home 
entertainment unit. Microsoft has shared 
similar remarks when it comes to their Xbox 
console. Nintendo on the other hand have 
far different views than their competitors 
and want the public to clearly understand 
that the GameCube is strictly for 
videogames, nothing more and certainly 
nothing less. This is in part due to their 
much-publicised philosophy for the 
GameCube and that is The Nintendo 
Difference'. This ideal held by Nintendo 
represents everything the company is 
famous for: innovation, quality, characters 
and heritage. The GameCube is the 
embodiment of these ideals as Nintendo, if 
nothing else, is making sure that the system 
will provide gamer's with the best gameplay 
experiences that are most certainly not from 
the "been there, done that" variety. 
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THE HARDWARE 

Nintendo not only ensured that their philosophy would ring true when it comes to the 
GameCube's software, but also the system itself. Nintendo are not ones to repeat the same 
mistake twice and instead took an entirely new approach when designing the system's 
hardware. With GameCube they wanted to ensure that the system would be easy to create 
games for. To achieve such a feat would require the system to have little or no bottlenecks 
(which are system shortcoming that affect the performance of nearby components). Taking 
the PS2 as an example, a bottleneck in its system design comes in the form of limited 
video-ram (VRAM), which adversely affected the texture performance of the system. So to 
ensure the GameCube's hardware would operate in perfect harmony, Nintendo decided to 
get some help. 


chip that provided developers with power 
and easily accessible features, like S3 
texture compression. To provide an on¬ 
board sound chip, something the N64 
lacked, Factor 5's technical skills were called 
upon and put to great use. With these 
partnerships Nintendo has ensured that the 
GameCube has everything a next 
generation console would need albeit with 
the ease of development and no apparent 
bottlenecks. 


THE GEKKO 

Is a modified Power PC chip developed by 
IBM, specifically designed for gaming. 
Clocking in at 405Mhz the chip is based on 
the more reliant RISC chipset, which means 
it is capable of completing the same task 
using fewer instructions. On board the chip 
are two levels of cache, LI and L2, which 
provides the system with super fast 
memory swapping to ensure increased 
performance. 


THE FLIPPER GPU 

The Flipper is the GameCube's GPU 
(graphical processing unit), and was 
developed by ex-SGI employees at Art-X. 
The GameCube features various inbuilt 
graphical features incorporated into the 
Flipper chip, so with relative ease 
developers can produce breathtaking 
visuals. Don't believe us? Just take a look at 


The GameCube features 24MB of 1T-SRAM and 16MB of A-RAM. The A-RAM is 
standard RAM with normal access times but the real innovation comes with the 
special 1T-SRAM. Using ' single-transistor' technology this RAM is capable of 
accessing data five times faster than the PS2's RAM, and about three times faster 
than the X-Box’s RAM. Couple this with the huge bandwidth evident and you get CD 
a system that will have virtually no memory management problems. □ 


GCN has 
been 
designed 
perfectly 


THE PARTNERS 

With the likes of IBM, MoSys, NEC, ATI, Art-X, S3, Matsushita and Factor 5, Nintendo 
ensured that their vision of developer friendly system harmony rang true for GameCube. 
With an IBM powered Power PC chip, the GameCube has a processor definitely fast 
enough to handle anything a developer can throw at it. Dubbed Gekko, the chip is about a 
quarter of the size of a human fingernail, thanks to IBM's revolutionary copper technology. 
With MoSys and NEC they found partners that could provide state of the art memory 
technology with l-T SRAM (single transistor). With Matsushita they found a partner that 
could provide a proprietary disc format that still kept Nintendo's tradition of minimal 
loading. To handle the graphic and effects Nintendo enlisted Art-X to develop a graphics 


Rogue Leader. Some of Flipper's features: 

□ Eight Hardware Lights: This gives the 
developer freedom to create dynamic real¬ 
time lighting on a moving object from eight 
separate sources. By having this lighting 
done by the hardware the processor will 
only have minimal performance loss 

□ Alpha Blending: The ability to make an 
object transparent, like water. 

□ Real-Time Texture Compression: Means 
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modem or 
Broadband 
on offer CCN 
is not out of 
any race yet 



□ The 16-Bit DSP found in the GameCube was developed by Factor 5 and is 

□ capable of a raw output of approximately 255 channels (same as X-Box). In 

practice it has 64 3D channels at 48khz sampling, which is CD quality. Factors 5 
have also developed sound tools, dubbed MusyX, that help developers create and 
manage their GameCube sound with ease. MusyX also has 5.1 surround sound 
capabilities that requires a Dolby Pro Logic II decoder, which will deliver DVD- d 
like surround sound for GameCube games. Q 


all textures will take up only a sixth of the space they would normally take up. This means 
better looking textures at a fraction of the cost 

□ Bump Mapping: Gives the illusion of 3D in surfaces via shadow and camera changes. A 
bump map is a texture that changes according to the camera's vantage point, which creates 
shadows on the surface of it. 

The GameCube is also capable of eight simultaneous texture passes which means it 
could theoretically apply eight different texturing effects in a single pass. In contrast, the 
PlayStation 2 would have to bump map in one pass then apply a shiny or dirt map in 
another. On the GameCube this is all done at once, which further helps reduce the strain 
on the processor. This only scratches the surface of what the GameCube's GPU is capable 
of, but the fact is Art-X has provided a chip that is easy to work with and very powerful. In 
contrast the PS2 features a very powerful yet cumbersome Emotion Engine that is 
reportedly very hard to come to grips with and deals with nightmarish vector units. 




“Developers don't have to spend a lot of time developing 3D with 
Nintendo GameCube. so we (developers) don't have to spend all 
of our time on the difficulties, instead we can pour our energy 
into creating things we've never done before 

□ Shigeru Miyamoto on the true meaning of Nintendo GameCube's evolution 


THE REAL NINTENDO DIFFERENCE 

Nintendo have some of the greatest internal development teams in the world. With their 
EAD (Entertainment, Analysis and Development) division leading the way, headed by 
Shigeru Miyamoto, franchises like Mario, Zelda, Pokemon and Metroid have become 
synonymous with the Nintendo name. Fact is, you cannot play the latest instalment in the 
Zelda series on a non-Nintendo brand console. GameCube opens up limitless 
possibilities as it provides Nintendo and its developers with a platform 
that will allow them to reach new heights in artistic vision. Add to 
this Nintendo's constant ability to revolutionise gameplay and 
genres and you have a library of software that instantly 
screams quality. Add their other internal development 
teams like HAL Laboratories and intelligent Systems, 
and already you can see that the Nintendo 
GameCube is about a different kind of 
gaming experience. Expect something 
that is not of the norm, something 
that doesn't regurgitate the same 
gameplay mechanics with 
improved visuals. The GameCube 
was designed so developers 
actually don’t spend their time 
creating beautiful graphics, but 
instead so they can create new 
and exciting games for us to play. 



ALL IN THE FAMILY 

Rare, Left Field, NST, Silicon Knights, 
Camelot Software Planning and Retro 
Studios. There's something that each of the 
above development studios has in common 
and that is they are all part of an elite 
group of Nintendo's second-party 
developers. Take Rare for example, a 
development house that is the envy of 
the development community. 
Somehow they seem to produce 
Triple-A software that can rival the best 
coming out of Nintendo's own studios, 
a feat not shared by many. Nintendo 
has a very strong relationship with all of 
its second-parties and enjoys giving them 
licences to their huge list of franchises. This 
can be seen in games like Waverace: Blue 
Storm (NST), Donkey Kong Racing (Rare) 
and Metroid Prime (Retro Studios). 

Nintendo has in its now bigger list of 
second-party developers an array of 
companies that will provide exclusive 
content for the Nintendo GameCube. 
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The GameCube features four controller ports. The controller itself provides 
perfect ergonomics that make it instantly accessible. It has built-in rumble, an 
improved analogue stick and two analogue triggers with digital ‘clicks 1 . The D- 
Pad makes a return as do the C-Buttons, but now they've been incorporated into CU 
a single, C-Stick. □ 


OUTSIDE SUPPORT 

With the Nintendo 64, Nintendo felt that all they needed to succeed was a ‘dream team' 
that was, in essence, a list of first and second-party developers to provide quality games for 
their machine. Yet when it boiled down to it the N64 lacked proper third-party support, 
particularly in Japan. Some blamed the size limitations of the cartridge format, others 
blamed the high development fees and royalties paid to Nintendo. With GameCube, 
Nintendo are providing much lower development costs and more comparable royalty fees. 
Add to that the developer friendly optical format and you have a new, non-alienating 
Nintendo. With the introduction of the GameCube, third parties have responded and 
already we're seeing support the like of which the N64 has never seen. Sega, Capcom, 
Namco, Electronic Arts, Ubi Soft, Acclaim, Activision and LucasArts are but to name a few. 
Third parties are continuing to join the GCN bandwagon every month, so as a result we 
probably wont see months go by without any new software releases. 


( . ._ H 


w 




• • • • 



1 '- 1 





□ This proprietary mini-DVD disc is capable of storing up to 1.5 gigabytes of data 

□ (equivalent to about 45 Zelda: Ocarina Of Time's). Developed in conjunction 
with Matsushita it provides ample storage space, security and coupled with the 
GCN disc drive, virtually no load times. 
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ROGUE LEADER: ROGUE SQUADRON 2 
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PER SMASH BROS. MELEE 
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EXHIBIT A 


If what you need is evidence that the GameCube is everything that the Nintendo 64 was, and 
more. Then simply look at this line-up of games, which will all hit the system in its first year of 
release. In contrast the Playstation 2 had a very weak line-up of games and is only just 
beginning to receive titles worthy of the ‘next-generation' moniker. With GameCube and The 
Nintendo Difference below are games that are 
exclusive to GameCube, so if you need reasons to 
consider purchasing the console then here they are 
(most of which have been covered by Nintendo 
Gamer). 

As this next-generation pans out franchises like, 

Tony Hawk, Soul Calibur, FIFA, or even Crazy Taxi 
won't decide which console will have the strongest 
line-up as they will appear on all three next- 
generation consoles. Nintendo fans haven't seen this 
kind of support since the days of the SNES and with 
development partners as strong as Nintendo's, the 
GameCube will be a definite success. 


WAVERACE: BLUE STORM 


LUIGI'S MANSION 
























ZELDA GC 






KAMEO: ELEMENTS OF POWER 


STAR FOX: ADVENTURES: Dinosaur Planet 
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F or a few hours in the month 
of October, Stephen, Kelly 
and Kosta were given the 
opportunity to pit their Nintendo 
gaming skills against the power¬ 
house Nintendo Helpline Game | 
Gurus. What transpired was an /, 
epic battle of death, tragedy and 
honor (with a little deceit) that 
had the Game Guru's ducking 
for cover anytime Kosta opened 
his mouth. 


all over the Guru's, it seemed 
we'd be in for a nice showing off 
our skills session. Each game 
went for twenty minutes, and I 
managed to clock up a nice kill 
count coming in at number one. 
As a team we won the first 
game relatively easy, and they 
swapped players. We sat down 
to Complex with Automatics and 
were leading all the way, until 
one of the Guru's caught the 
Pimp-man off guard twice at the 
end of the second game, and 
that brought us to a draw... it 
was the dying minute, and just 
as I thought I’d cleaned one of 
the guys up, I was ambushed by 
another, sending their score one 
up on us. At this stage it 
was one game all. 


Kelly and I arrived at Nintendo at 
2.30pm, with Kosta already 
smacking it out with the big 
boys. They weren't shy in 
destroying him where he stood, 
but it was all part of a pre¬ 
arranged plan we had to lull 
them into a false sense of 
security. It appeared to be 
working. Kosta was dissing them 
with every slur he'd ever learnt, 
and they were getting more and 
more comfortable with beating 
him. Perfect Dark was up first, 
and I knew I was a bit rusty 
(been playing too much 
GameCube), so we sat down, 
Kosta and I went one on one 
with two of their elite, this was 
just a warm-up, and I got killed. 
No Sims, and just Power 
Weapons in the Grid, but it was 
ok, I’d watched their playing 
style and was ready to bust out. 
Kelly stood back and offered 
minor distractions while Kosta 
and I went to work, the 
first game was good, 
and the K-man 
and myself /‘N 


♦ 
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C hris Kerry is the head- 
honcho when it comes to 
the Helpline guys at Nintendo of 
Australia's HQ. And when I 
asked him if he and the guys 
were up for a challenge of 
wits, reflexes and prowess on 
the multiplayer battlefield he 
couldn't wait to unleash his 
hard-edged army against an 
unsuspecting Nintendo 
Gamer crew. 


were competing in. And 
although on most occasions I 
was coming in at second or 
first, Kelly was coming in at 
fourth (sorry Kell, but you need 
more practice). Mario Kart 
finished up being a completely 
one-sided affair and Nintendo 
Gamer had no notches on the 
belt this time around. The Game 
Guru's had won four games 
straight as a collective team. 

At the end of the day 
Nintendo Gamer had to hang 
their head in shame, and the 
Guru's danced around all fairy 
like at their victory, but it was 
all in good fun, and certainly 
the beginning of something epic 
and long-term. Once 
GameCube comes along, and 
the multiplayer really sets up, 
rest-assured next time the 
Guru's will come and visit 
us, and on our home 
ground, we'll wage 
a war they’ll 
never 
forget! 


Kosta decided he'd pull out 
Advanced Wars and take on 
Vispi Bhopti at what they both 
thought was their best game to 
compete in. As the two went at 
it (see "The Advanced Art of 
War for all the details on the 
battle), Kelly decided she'd had 
enough standing around and 
wanted to get in on the action. 
Mario Kart: Super Circuit was 
the game of choice, and I'm 
pretty good with Toad so I 
thought we’d be ok. Problem is 
Kelly had only played about 20 
minutes of the game at 
Spaceworld, and as 
such had no idea 
of half of the 
courses 


It was time for Mario 
Tennis. As always I chose Luigi, 

Pimp Daddy K chose Boo, and the 
first game was on. We kaned the first B 

team again, with yours truly dishing up at ^ 

least four aces in my game. It was verily 

good to get back on top after finishing ^B 

PD on a draw. Again after winning hands ^ 

down in the first match, Kosta let loose 
the insults, and the Guru's got fired up and dragged us through 
Deuce after Deuce, only to have our asses kicked royally by one or 
two points- it was getting really annoying. In the end, Mario Tennis 
saw us win one game, and the Guru's two, at this stage the overall 
score was two to three in favour of the Game Gurus. 
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UNIT OF CHOICE 

Medium Tanks 




(J) NINTENDO GAMER 




'PREFECT DARK 

ADVANCE WARS 

NINTENDO GAMER: 1 

GAME GURU'S: 1 

GAME GURU'S: 1 

MARIO KART: 

MARIO TENNIS 

SUPER CIRCUIT 

NINTENDO GAMER: 1 

GAME GURU'S: 2 

GAME GURU'S: 4 

TOTAL 


NINTENDO GAMER: 2 

GAME GURU'S: 8 






NINTENDO GAME GURU'S 

Vispi Bhopti, Chris Kerry, Kalum 
Buckland, Steve Calleja, Goce 
Trajcevski, Alex Ward, Kalum 
Buckland and Bill Grounds. 


NINTENDO GA/UIER 

Stephen Farrelly, 

Pimp Daddy K and 
Kelly Starr. 
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Gamer Elite 


Commander Pimp Daddy K 


Advance Wars for GBA is very much like crack. It's fun, 
addictive, and gives you immense power. So right from 
the beginning both teams put their very best on the 

y front line, Commander Vispi of the Guru Gang versus 
General Pimp Daddy K (Kosta) of the Gamer Elite. 
Commander Vispi better known to his people as The Dude 
Who Like Always Wins Man is equally feared and revered 
amongst his own. Pimp Daddy K on the other hand has a long 
history of conquering countries and an even longer history of ruling 
the streets. So this was definitely a battle between two giants of 
war, two hardened veterans of 


the field, battling it out via two 
Game Boy Advance's, a link 
cable, four AA batteries and two 
copies of Advance Wars. 

Commander Vispi chose Max as 
his field C.O. but quite un- 
expectantly General P Daddy 
chose Grit as his C.O. The battle 
began at dawn, on the quiet 
seaside town of Point Stormy 
and quite quickly became a 
veritable blood bath. Even at an 
early stage both men relentlessly 
pursued each other with Vispi 
making good use of medium 
tanks and Kosta strategically 
placing his rocket launchers 
around the map. Before long 15 
days had passed and no clear person was winning the battle as 
both men matched each other's arsenal with quick and 
4 \ decisive retaliation. It became an epic struggle, and only 
through capturing a larger number of neutral cities 
did the tide sway in Commander Vispi's favour. 

After 30 days and no real end in sight 
s General Pimp Daddy K regretfully pulled his 
/ men back and forfeited the battle. Although 
. ^ he still is ashamed of his performance those 

who witnessed the spectacle realised that 
they saw a true c * as ^ tltans ' anci 
wm & a battle that will go down in history. 


Rocket Launchers 


30 days _ 

Guru Gang (via Gamer Elite forfeit) 
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Nadesico is one of the most popular animes of all time, and with 
ggood cause, it is a series that never fails to have a little fun and 
[like other animes switches between comedic and serious elements 
[rather quickly and without warning. Right off the bat I'll say that 
Ithis is one of the few animes I prefer to watch in English, featuring 
la great English voice cast including Spike Spencer (Evangelion) the 
[outrageous style isXcommunicated to a tee. To clarify, Nadesico is a 
■ship, well not just any ship but the most powerful ship on earth, 
■but it's not owned by the military but by the private company 
jNergal. Set amidst a time of war in 2195 between Earth forces and 
|tne mysterious "Jovian Lizards", the Nadesico goes against 

ernment and military wishes and heads off to the Mars colony 
|in search of survivors from a Jovian attack. 

In true anisge styfbThe major crewmembers are all young and 
^attractive and the^derlying hilarity of the series is set in motion 
{within mlnCiffi^The introduction of characters in the series is brief 
to the point, but the position of each character in the episode is 
■quic kly esta blished. The premise behind the recruitment of 
^characters is that Prospector, the NergaL^countant, must find non¬ 
military crew members so sets out to recruft a crew through offers of 

IraStl! an ^ in m S tf e ^ se ^ an esca P e f rom his w ^ e - ft's hard to 

L describe howfi.nny this anime is but with four episodes per disc you 


[certainly worrt be disappointed. 


i Andy Bulmer 



Undoubtedly the first DVD left 
you wanting more and luckily 
for us the AV Channel have 
decided to release the entire six 
DVD collection within a span of 
a few months. The second DVD 
also contains four episodes and 
similar features to the first DVD, 
character bios, language 
selection, trailers etc. Taking off 
from the first DVD we join the 
crew on their trip to Mars, and 
on the way we are introduced 
to three new characters, 
Aestavalis pilots from a 
destroyed space station that 

O NINTENDO GAMER 



Martian Succe 
Nadesico dvd 


constantly make fun of Akito's 
lack of skill as a pilot. Amongst 
all the insane antics from the 
characters we see the story 
progress and become deeper. In 
some ways Nadesico is similar to 
Evangelion (although not as 
cerebral) because between all 
the comedy we see hints of 
what is perhaps a more sinister 
element of people working for 
their own interests against the 
safety of others (much like the 
US really). Aside from this we 
see some characters become 
closer and some more insane, 


but when you 
have a crew made 
up of a twelve year old child, 
a lovelorn Captain, a 
voluptuous former secretary, a 
voice actress as well the fry- 
cook wannabe Akito, there is 
plenty of material for humour. 
That being said the second DVD 
has the crew coming under the 
command of the military, and 
being usurped as the earth's 
most powerful warship and 
you begin to enjoy Nadesico 
as more than just a laugh. 

■ Andy Bulmer 



















i between games to relax your cerebral cortex (and you can learn words like that!) check it out 


Blood ★ ★ ★ * ★ 


Blood is the first and hopefully not the last of future mature 
animated horror dramas to come from the east, without the need 
of being perverse or trashy like Legend of the Overfiend. Set in 

1965 and centered on an American Air force base at Yakota Japan. 
The American armed forces are preparing to send their troops to 
Vietnam. Despite this, there is something much deeper and darker 
going on, as a suicide had taken place within the air base and so 
had other reported incidents within Yakota. 

An unknown American based government agency has been sent 
to investigate these suicides. One of their agents, a mysterious 
young women named Saya (Youki Kudoh: Heavens Burning), has 
been assigned to go under cover as a Japanese school girl and 
attend the air bases school to uncover a very dark and supernatural 
secret. 

Blood is certainly, and will become, the next wave in anime. 
Instead of the backgrounds been hand drawn they are digitally 
animated and composited in to the shot with the characters that 
are hand drawn making it look as though it's seamless. The stylish 
use of shadow and light adds to the harsh and violent mood of 
Blood giving it a decadent sense of realism like no other. 

Katsuya Terada's realistic character designs allow the characters 
to move and behave in a very natural fashion giving Blood more of 
a cinematic style rather than a typically over the top anime look. 

Despite the usual gripe of it only having a 45 minute run time, 
and giving off the impression that it has more style than substance 
though it maintains a sense of mystery, Blood is worth while 

■ Laurence Bennett 


viewing, 


m ii n ii 


X is a decidedly different 
anime that focuses heavily on 
confusing and sometimes 
unrelated (at least that's what 
you're meant to think) imagery 
thrown into the mix of the 
overall story. This anime is 
based around the beginning of the end of the universe in 1999. 

The Dragons of Heaven are fighting with the Dragons of Earth- an 
age old battle that will be stopped on this night by a boy of 
destiny, who must choose to allow civilisation to live or the purity 
of Heaven to destroy we mere mortals. This is a decision he does 
not take lightly, and as such deals with conflicting emotions and the 
realisation that whatever he decides, the outcome will be eternal. 

Animated by Clamp, four female animators that run an entirely 
female animation studio, and directed by Rintaro, the man that 
brought us Kimba the White Lion and Astro Boy, X delivers an 
artistic blow of angelic beauty and ferocious fantasy. The films score 
will remain in your head for days and the imagery is nothing short 
of breathtaking. If you want something beautiful and different, 
with a mature element and no sign of a dull story, look no further 
than X. 

■ Stephen Farrelly 

■ - © 











Kelly’s 

MAILBAG 



KELLY'S 

RANT 

There is one question that 
almost every letter has been 
asking, “When will the 
GameCube come out in 
Australia, and how much will it 
cost?" Well stop asking! 


Kelly Starr can help you with any Nintendo or life related questions, just ask... 



A FEW THINGS 
TOO JI/IANY 


I have a few things to share 
with you... 

1. I was a little disappointed 
with the GameCube's graphics. I 
wasn't expecting the ordinary 
game play graphics to be so 
blocky when not in a movie 
sequence! I've seen better with 
Super Mario 64, honestly. 

2. I saw a horse in a race called 
Narayan. 


3. It's mighty nice of Hyper 
and THQ to be giving out an 
Xbox. I can’t help but feel a 
little sorry for the winner 
though — where do you think 
they're going to get games 
before the Xbox release in 
Australia, eh? It kinda eliminates 
the purpose of being Australia's 
first Xbox owner if you can't get 
any games. 

4. Why does Bad Ass get such 
variety of treatment? Some 


insult him like there's no 
tomorrow, other worse people 
try to suck up to him. Why 
can't you just talk to the guy (is 
he a guy) like anyone else you 
would? 

5. Why can't you publish some 
cheats I can use? 

6. Your captions get worse 
every month. 

7. Kuru Kuru Kururin has to be 
one of the easiest games I have 
ever played. 


8. What is your least favourite 
N64 game? Mine's actually Jet 
Force Gemini. 

9. Am I boring you yet? 

Well anyway, thanks for 
your time. 

PS: If you don't publish this I will send 
my Monty Burns style hired goons to 
infiltrate your headquarters and shove 
all of your heads up the ass of a giant 
Jigglypuff. 

Tom McCarthy, via email 

Well I must admit that I was 
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Letter of the Month! 



looking forward to seeing the 
hired goons, but I'm replying 
anyway. 

1. What games did you see? I 
haven't seen anything that I 
could honestly describe as 
'blocky' and I've seen a lot of 
game footage. 

2. Well he has to do something 
with himself to pay the rent. 

3. THAT'S the reason you feel 
sorry for them? 

4. Yes he is a guy, though I'm 
sure you could tell that by 
looking at him. 

5. Why don't you buy some 
more games? 

6. I'd like to see you do better. 

7. You must be proud of 
yourself then. 

8. I think that mine is probably 
Monster Truck Madness, I tried 
to like it cause of the monster 
trucks, but it just sucks. 

O THE ENIX 
SAGA 

To Kelly, 

Do any of the crew remember 
the old SNES games called 
Soulblazer, Illusion of Gaia and 
Terranigma by Enix? Well I was 
wondering if Enix was still 
making games for any consoles 
because if they are I'd love to 
see some of their RPGs on the 
GBA. 

Paul Whitaker, via email 

Hey Paul, Enix do some pretty 
cool stuff, and I know that 
Steve is a fan of their games. 
Lately they have made two 
games for the Game Boy Color, 
called Dragon Warrior 
Monsters 2, Cobi's Journey and 


Tara's Adventure. Although 
they are working on GBA 
nothing has been mentioned 
about GameCube, at least we 
know they're working with 
Nintendo and that gives us 
hope for some future games. 
(Actually rumour has it that 
Enix is hard at work on a new 
RPG series for GameCube, we'll 
put Toadovsky on the trail- 
Steve.). 



/UIARIO'S OLD 
GIRLFRIEND 


Oh, hi Kelly. 

I reckon you might know this 
but for the people who don't I'll 
say it anyway. Daisy is NOT a 
new character. She was NOT 
made so Luigi could have a 
Peach. To find out this theory, 
let's take a little trip through 
time. I was in the car driving 
back through the Birallee (a 
restaurant with Nintendo 
Games) when my mind 
somehow switched to thinking 
about the old Game Boy game 
Super Mario Bros, (you know 
that one right?). The game 
where you had to go through 
four worlds and defeat this 
Tatunga (or something like that) 
boss to win the game and get... 
you guessed it... Daisy! This 
proves that Daisy is not a new 
character! I'm sorry, just got a 
little over-excited. From your 
average Nintendo Einstein, 

C.J. Weidner, via email. 
You mean Super Mario Land 
right? And yes it's true, Mario 
gets to rescue Daisy at the end. 
I wonder if Peach was jealous? 
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^NINTENDOIS/M! 

In the name of Mario, the Pikachu and the Holy Boo, Amen. 
Today we have come together to praise, celebrate and listen 
to the word of our Lord God, Shigeru Miyamoto. Today's 
reading is from the Holy Gospel according to Stephen 
Farrelly: "He is the divine ruler. He is the ultimate creative 
genius. He will forever stand at the top, above all his foes, 
and whoever will challenge him shall be vanquished. As the 
NES, the SNES, the N64 and the Game Boy have come before 
us and assured us a place in heaven, the GameCube and the 
Game Boy Advance will continue to see our rise above those 
poor souls who have strayed from the path of God. The Lord 
our God is forgiving, and those who have strayed from his 
path to the path of either of the two devils, Sony and 
Microsoft, will be accepted into his kingdom when they 
return to the righteous way. Nintendo shall defeat all who 
oppose them, armed with the best game play, graphics, 
sound and 2nd and 3rd party developers the world has to 
offer, and will make sure that their faithful remain at the top 
that the mantle of being the best gaming company on the 
planet is never removed from those hallowed Japanese halls." 
Now that you have heard the word of our saviour, Shigeru 
Miyamoto, go and spread it to all you meet. And may forever 
the words of our beloved God be etched into your hearts, 
'quality not quantity'. 

Go in peace , 
Graham Bingham 


Now that's one religion I would actually like to join, all hail 
Nintendo! That was pretty well done too, the coolest 
preaching I've ever heard! 



THRUSTMJISTEK 


V 


Winner of the letter of the month, Graham, picks up a 
Thrustmaster GBA carry bag, you can find 
Thrustmaster on the net at www.thrustmaster.com.au 
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Notable Quotables 


Not to sound whingy or anything, but videogames cost too 
much for a kid at the age of 14 earning only $10 a week. Do 
you know what being broke is like? It's like being a pie 
without meat and a hooker without a g-string. 

Broke, NSW. 


0 PERFECT 
POEM 

The elegant Joanna Dark 
is quite a pretty sight 
but with her falcon gun 
can sure put up a fight 

she is no ordinary girl 
she is a super spy 
if you want to take her down 
you better be ready to die 


no where 

Joanna leaps and dives 
Shooting all the guards 
She takes out all their lives 

Sorry, gotta shoot 
She calls above the fray, 

Joanna escapes 
To fight another day. 

Daniel Cloyton, NSW 


I wanna sympathize for the letter of the month in issue 4, I 
know how it feels to have a little shit of a brother too. One 
way to get back at them though is to bribe and blackmail 
them, trust me it works. Or pretend to have a wrestling 
match and get in a few cheapies, that works too and you 
can't get in trouble if you say it was an accident. 

Ben Simpson, via email 


To all you people out there who write in complaining, STOP 
IT! It is up to the people to decide what they like. I myself 
hate Goldeneye, but hey, I don't go around telling people not 
to get it. And yes, I do realise that a lot of people will call me 
crazy for this. You may have noticed that some people have 
written in saying they love Pokemon and others saying it 
absolutely sux, so that just proves my point! 

Anonymous 


In my last letter entitled 'Quick Fix' I neglected to tell you 
that the person who I spoke to told me that if I had damaged 
my controllers (i.e. running over them with a forklift, belting 
stupid people or throwing them at pigeons) the warranty was 
void. Due to the fact I didn't do anything to them, they just 
got loose I sent them in and because it was a product fault, I 
was not charged any money. 

Braydon Zirkler, NSW 


Lately I've been playing Zelda OoT a lot and as I was in Lon 
Lon ranch I noticed something really weird, Talon looks a hell 
of a lot like Mario also Ingo looks like Luigi and Malon's 
Peach plus they're all wearing neck laces with Bowser on 
them! 

Oly, via email 


In issue 3 at the start of the reviews (where it shows you all 
at the bottom) Kosta stated "We don't watch the sexy 
mamas walk by, we go up to them, slap them on they fine 
booty and say "Hey baby want to take a ride on my slip and 
slide?" If she really does do this then I've been lead to 
believe she is lesbian! Is this true? 

Keaton, via email 
Urn, Kosta is a boy.... 


How the hell do you guys find all of your information? I want 
to know how to get interviews with big developers for my 
school reports, can I have Shigeru's email address? 

David Johns, via email 


Is Joanna Dark based on a real person? I ask this because the 
James Bond Character is based on at least 3 or 4 real people 
and I though maybe Rare new of a girl that was a kick-ass 
secret agent. 

Joanna Lover, via email 


V 


Kosta is gorgeous, I want to have his PIKMIN 
Anonymous, via email 
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it is a simple task for Joanna 
to take out those DataDyne 
guards 

those blundering idiots 
are a pack of retards 

But it's a lot different 
When there are quite a few 
You have Dr Carrol in your hand 
And they have surrounded you 

Cassandra and her guards 
Have Joanna on the stop 
Shot guns in their hands 
Could Joanna kill the whole lot? 

Cassandra says to Joanna, 

Come work for DateDyne, 

Sorry Cassandra she says 
I think I'll decline 
A space ship comes out of 


O PAL VS 
NTSC 

Hey Kelly, 

Why does Australia have to 
wait so long? Is it because those 
cool Nintendo people in Japan 
have to transfer everything from 
NTSC to PAL? Or is it just to 
torture everybody else that has 
the PAL system, not NTSC. 
WHY? WHY? WHY??? Who 
created this NTSC/PAL crap 
anyway? I wanna know so I can 
open a can of whoop-ass on 
them. Yes I did answer part of 
my own question, now you can 
answer some of my other 
questions so I don't have to do 
any research... again. 

1. People complain about 
games having too much 









































violence, sex, drugs etc. Ratings 
indicate that kind of stuff, so 
why do those people still 
complain? 

2. When is a positive release 
date going to be set for the 
GameCube in Australia? 

3. Is a Conker game coming out 
on the GameCube? (That would 
be awesome). 

4. Why did they change the 
look of Zelda on the 
GameCube? (It looks crap). 

5. Why the hell do people like 
Pokemon? 

Kurt Vogel (Dark 2001), OLD 

NTSC and PAL were both 
created by different groups of 
people as ways to produce 
colour television (I'm interested 
in this kind of crap) in the 50's. 
Like BETA and VHS were two 
different forms of VCR's, it just 
happened that one format 
gained popularity in one area of 
the world, and the other 
became popular in the rest of 
the world, rather than one 
becoming obsolete. I'm not 
sure torture was on the 
creator's minds at the time, but 
it is annoying. And the reason 
Australia has to wait so long is 
because it's not just a matter of 
transferring from one format to 
the other, they also have to 
create different language 
version for the people in Europe 
who also use PAL, and that 
slows it down for everyone. 

1. Because they don’t have 
anything better to do. When 
you are older you may become 
a complainer too. 

2. We don't know, probably 
closer to the release time. 

3. Well, if they bring out a 
sequel it would be on the Cube. 

4. Because they wanted to try 
something different. 

5. Because deep down inside, 
everyone really wants to catch 
and train cute creatures. 

O DBZ VS. 
POKEMON 

Dear Kelly, 

I've noticed that people think 
DBZ is better than Pokemon, 
but I think DBZ is just as good 
as Pokemon. Oh yeah, by the 
way I have some questions: 

1. Is there going to be a game 
called Pokemon Stadium 3? 

2. I found that there are 3 more 
new Pokemon on the Internet. 


Is there going to be more new 
Pokemon? 

3. My sister was asking if there 
is going to be a Pokemon 
Bronze version? 

4. I was wondering if Legacy Of 
Goku would consist of five 
versions (red, blue, yellow, gold 
and silver) just like Pokemon. 

Sam Magri, VIC 
Hey Sam, I think that both 
shows are great too. As for 
your questions: 

1. There is no game planned, 
but it could happen, you never 
know. 

2. Yes there are three new 
Pokemon that have been 
released, and it seems like a 
sure thing that there will be a 
whole batch a new Pokemon 
coming up. 

3. No, there is no such thing as 
the bronze version (or the black 
or diamond version for that 
matter). 

4. I hope not! But no, it won’t. 

0 1 WANT 
GAMECUBE 

What more could a man/woman 
(not being sexist) want then the 
GameCube. I have $600 spare 
for my GameCube. I heard that 
in America the GCN will cost 
$199. Does that mean that it 
will cost $400 here in Aus? I also 
have some questions for you: 

1 .Will the GCN come with a 
game like the SNES or will you 
have to buy one separately like 
the N64? 

2.What will some of the launch 
games be? 

3.When will PIKMIN come out 
in Aus? 

Well that's all I wanna know 
thanx. From a loyal subscriber 
and Nintendo fan, 

Paul Michelin, via email 

Well $200 US is equal to $400 
AU, but we won't know the 
exact price until a launch date 
is set, so hopefully it won't be 
much more than that. 

1. The GCN will not be 
launched in a game pack, but in 
the future they may be 
available. 

2. The Australian launch games 
are unknown at this point, but 
chances are they will be similar 
to the American launch games. 

3. PIKMIN will definitely be 
coming out in Australia next 
year. 
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O BEST DAY 
EVER 

G’day Kelly, 

The day I get my GameCube is 
going to be the best day of my 
life, I think GameCube and 
Game Boy Advance are the best 
things someone can have. In 
your issue #1 of Nintendo 
Gamer you said that the 
GameCube might be released in 
March here in Australia, then I 
said to myself, "Oh man, do I 
have to wait that long!" Why 
couldn't Australia be like Japan 
and the US, it's unfair that some 


other kid is playing the 
GameCube right now while we 
are waiting to get one. 

But I haven't given up, I 
want to get a GameCube soon. 
My mum has a friend that 
travels a lot to Japan, so I said 
to my mum "can you please ask 
your friend if he can get me a 
GameCube from Japan?" she 
said ok, "but its only a favour I 
won't promise anything". But I 
don't know if I can play a 
Japanese GameCube in 
Australia, so that is why I wrote 
this letter. 


1. Can you play a Japanese 
GameCube in Australia? 

2. Can you change the 
language to English in a 
Japanese game? 

3. How much does the 
GameCube and a game cost in 
Japan? 

4. Are there any other problems 
with running a Japanese 
GameCube in Australia? 

5. Will Australian games be 
compatible with a Japanese 
GCN? 

I hope you can answer all of 
my questions. 

Thanks. 

It sucks having to wait! At least 
we get a lot of things before 
people in Europe do, I would 
hate to be them! That would be 
cool to get a GameCube from 
Japan, but there are a few 
things to consider, so it might 
just be better value to wait for 
the Australian one. 

1. Yes you can play it, provided 
you buy a converter for the 
power point so that you can 
plug it in. 

2. Japanese games cannot be 
changed to English, unless the 
game is made with a multi 
language function. 

3. The GameCube is selling for 
25 000 Yen and games are 6 
800 Yen each, so you're looking 


at $405 AU dollars for the 
GCN, and then an extra $110 
for each games. (The look on 
your friends faces when they 
see you have a GameCube 
months before they will? 
Priceless.) 

4. You will have trouble 
running a Japanese 
GameCube on an older TV, 
because it won't be able to 
support NTSC. However, most 
new TV's are built to play 
both formats. 

5. Unfortunately, Australian 
games will not be compatible 
with the Japanese GameCube, 
so you would have to keep 
importing Japanese ones. 
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Well the first thing is to tell us 
how you'd tell your parents that 
Doom is not a game that 
promotes violence. The second 
thing is to tell us why you need it 
so bad. 

SEND ENTRIES TO: 

That was not a Demon I slaughtered 

C/O Nintendo Gamer 

78 Renwick St, Redfern, NSW 2016 


ou know you want it! We 
know you need it. And we 
have it, well five of it anyway. 
Thanks to Activision, Nintendo 
Gamer is proud to offer five lucky 
readers the chance to own the 
game that started it all. Doom was 
the game that made parents 
complain about video games, Doom 
was the game that introduced pure 
fear and terror into video games, 
and without Doom, there would be 
no Goldeneye or Perfect Dark. It is 
the mother of all games! Now do 
you need anymore reason to want 
it? No, we think not. 






WINNERS FROM NINTENDO 

WINNERS FROM 

GRMER ISSUE 3 

You never forget how 

What’s Tony Hawk’s 

Competition 

most memorable trick 


Competition 


Danny Simon, QLD 

Gabrielle Santos, TAS 

Luke Sangiorgio, QLD 

John Frewer, WA 

Dwayne Muscat, NZ 

David Silven, VIC 

James Brythe, VIC 

Robert Cornell, NSW 

Thomas Anderson, NSW 

Troy Haber, WA 


TERMS AND CONDITIONS 

1. Entry is open to residents of Australia except employees and immediate families of Next Publishing Pty Ltd and 
its agencies associated with the promotion. 

2. Only entries completed with these terms and conditions will be eligible. 

3. Competition begins 9am 5/12/2001 and entries close at 6pm 19/02/2002 

4. In determining eligibility the judge's decision is final and no corresondence will be entered into 

5. The winner will be drawn at 9am 24/02/2002 at Next Publishing Pty Ltd 78 Renwick St. Redfern NSW 2016 

6. Prizes must be taken as offered and are not redeemable for cash 

7. The promoter is not responsible for misdirected or lost mail 

8. The winners will be notified by mail and results published in issue 7 Februaury on sale 12/01/2002. 

9. Five winners will each receive a copy of Doom RRP $89.95. Total pnze value is S449.90 

10. The promoter is Next Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick St. Redfern NSW 2016 
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He is a 


muscle who lives to 
conquer games. If 
you're stuck in a game or 
you want to cry about 
something, 

The 

next person to send a glitch or 
cheat in will be pulped. 

Send mail to Bad Ass at Nintendo 
Gamer badass@next.co 


MONKEYS 


TO ASS r 

f Wassup you dickflop? You little retarded pansy. What the 
hell is that thing sticking out of your mouth? Oh, I know 
what it is. It's your dildo that your sucking coz you're even 
too low to be a friggin' homo. But you are a transsexual. Not to 
mention a transvestite with that lil' blue miniskirt of yours. Oh and 
don't be jealous coz your mother's the only one in your family who 
has a penis. 250 pound mass of muscle? More like 250 pound mass 
of turd. Anyway how the hell do you get the Couple's Mask in 
Majora's Mask? Anyway thanks for nothing you fat tub of lard. 
From: me 




■Mr. Ass, 

Well well well, looks like some 
dopey little turd thinks he has 
what it takes to bring down the 
man. Listen up you slimy piece 
of hippo crap, you had best 
un%#$* yourself or I will 
gouge out your eyeballs and 
skull A %$@ you! You are not 
even a human being, you are a 
small pathetic loser who derives 
pleasure from covering his small 


penis in cooking oil and stealing 
your mamas' dirty panties. To 
get the Couple's Mask you need 
to complete the Anju and Kafei 
side quest by recovering the 
Son Mask. If you wear this one 
and talk to the Mayor between 
10 AM and 6 PM you'll receive 
a Heart Container piece, which 
a puke like you surely needs , / 
hate your guts you maggot 

















HI, 

I just want to ask you 
something. Now before 
you go and bag the 
world whilst we laugh at your 
misfortune, I wanna know 
something. In Goldeneye 007 I 
have all the cheats and 
007mode. It says in the 
instruction booklet to look out 
for these characters: Oddjob, 
Mayday, Jaws and Baron 
Samedi. I have found Jaws and 


Baron Samedi on Aztec and 
Egyptian. Where can I find 
Oddjob and Mayday? And I 
also want to ask you something 
else. Is the Nintendo 
GameCube going to be 128bit 
graphics or 256bit graphics and 
how much will it be when it 
comes out and when is it 
coming out? Now you can 
answer all these questions. 
AAgxtreme 




HIYA BAD ASS 


I've had 007 The World 
is not Enough’ for 2 
weeks but I can't get 
past Night Watch. Where is the 
end of the level & how can you 
get past the guards without 
shooting them (or killing them 
for that matter)? 

FROM: PISSED OFF! 

■Hr. Ass, 

You want a complete 
walkthrough for an entire level? 
You gotta be $h!#in me! This 
isn't a play guide section you 
fool but if you want to get past 
Night Watch I'll give you a few 
tips. First off you have to stop 
being a complete wank who is 
totally crap at games then you 


need to learn what the 
" objectives" are, that's o-b-j-e - 
c-t-i-v-e-s, once you've done 
this you will find the level a bit 
easier but the real key is stealth. 
Stealth you git, is staying really 
quiet and not being seen, to 
achieve this hide behind bushes 
and use your watch 
stunner/punch as well as your 
darts to take out guards. Keep 
an eye out for cameras and 
when you can attack from 
behind, just like you do with 
your friends Hershey boy. The 
end is easy to find because 
there is really only one way you 
can go so stuff around until you 
figure it out turd brains. 




■Mr. Ass, 

Has the ferret gnawing on that 
undersized Twinkie in your 
pants disrupted your thought 
processes? For starters, pricks 
like you need to be taught a 
lesson. I don't know how many 
times all this info about the 
GameCube has been published 
in N64 Gamer or Nintendo 
Gamer but it is enough to sink 
in to the stupid heads of tossers 
like you. The GameCube is 
technically 128 Bit but the 
overall specs are more 
important and they have been 
reprinted this issue along with 
all the other information you 
asked. Now no one should ask 
again because you will get 
bashed for being such a moron. 
To get Oddjob and Mayday 
finish Cradle on agent puke 
head, or use the push button 
codes to unlock more 
multiplayer characters. 


TO BAD ASS, 

Q l've had Zelda Ocarina 
of Time for about 4 
weeks now and I'm in 
the Water Temple, so could 
you tell me how to defeat Dark 
Link and I know you're going 
to bad mouth me but I don't 
care. 

Glen Rees 


■Mr. Ass, 

You stupid son of a bitch, even 
the most lame ass excuse for 
gamers can figure out how to 
beat Dark Link but damn sacks 
of crap like you have to seek 
advice from the gaming god 
that is Mr. Bad Ass. To defeat 
Dark Link you can use the Big 
Goron Sword or the hammer, or 
you can bust out some Din's 
Fire if you like. A combination 
of the three should see you get 
past him although if you can't 
figure this out how do you 
expect to finish the game 
dip$&! A ? 




TO ASS, 

Q Hey you piece of 

elephant crap I want to 
know how you get past 
level 14 in Goldeneye because 
when I get to Trevelyan and 
Natalya, a bomb is detonated 
and Natalya is killed. 

Please help 
Matthew Hamm 
■Mr. Ass, 

Do you really think I'm as 
dumb as a stupid little turd for 
brains like yourself? Level 14 in 
Goldeneye is St. 

Petersburg, the tank 
level, and all you do is 
chase Ourimov you 
idiot! This is either 
some pathetic attempt 
to try and trick me or 
you are so crap at 
Goldeneye that you 
can't even tell one level 
from another. All that 


masturbating must have 
damaged your visual acuity. 

The only level with Trevelyan 
and Natalya at the end of the 
level is Train which is further 
into the game. To finish this 
level there is no trick you just 
need to be precise. If by some 
not so strange occurrence of 
you being a complete fruitcake 
St. Petersburg also just requires 
some skill now get lost because 
I hate you too. 


VI Bond 
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Mickey’s 
Speedway USA 



★ UNLOCK HUEY 

If you own the Game Boy 
version of Mickey’s Speedway 
USA, place it into a Transfer 
Pak. Place your Transfer Pak 
into your N64 Controller and 
turn on Mickey's Speedway 
USA for the N64. 

★ UNLOCK DEWEY 
Get first place in all three 
circuits on the Amateur 
difficulty to unlock Dewey 

★ UNLOCK LOUIE 
Get first place in all three 
circuits on the Intermediate 
difficulty to unlock Louie. 

★ UNLOCK VICTORY 
VEHICLES CIRCUIT 
Get first place in all three 
circuits on the Professional 
difficulty to unlock the Victory 


Vehicles circuit of Yellowstone, 
Everglades, Malibu and 
Washington D.C. 

★ UNLOCK FRANTIC 
FINALE 

There are 4 missing car parts 
that the Weasels have stolen 
and hidden on various tracks. If 
you find each of these it will 
unlock Frantic Finale. Note. You 
don't have to finish the race at 
all just find the part and quit. 



Duke Nukbm «4 

ENTER ALL CODES AT THE C-Right, 

MAIN MENU Down, L, C- 



★ CHEAT MENU 

Left, Down, L, L, Up, Right, 
Left, Up 

★ INVINCIBILITY 

R, C-Right, R, L, R, R, R, Left 

★ ALL ITEAAS & 
WEAPONS 


Up, Left, C-Right, Left 

★ LEVEL SELECT 

R, L, R, C-Down, Right, Up, 
Left, C-Up, 

★ NO MONSTERS 

L, C-Up, Left, L, C-Down, 
Right, Left, Right 




Spider-Man: 
Mystbrxo’s Menace 


ENTER AT THE PASSWORD 


SCREEN 

★ MORE COSTUMES 

SP1DY 

★ LEVEL SELECT 

JV31 

★ START AT LAST 
LEVEL WITH ARMOR 
SUIT AND MORE. 

RV8WJ 



Banjo-Toois 


Go to the Code Chamber in 
Mayhem Temple and stand on 
the platform in the middle to 
enter the codes. 

★ CHEAT MENU CODES 

Double Feathers - CHEATO 
SREHTAF 

Double Eggs - CHEATO SGGE 
Fall Proof - CHEATO 
FOORPLLAF 

Refill Energy slowly - CHEATO 
KCABYENOH 

Jiggy Location Signs - CHEATO 
YGGIJTEG 

Homing Eggs - CHEATO 
GNIMOH 

Open Jukebox - CHEATO 
XOBEKUJ 


Level Select - 
CHEATO 
JIGGYWIGGYSPECIAL 
Infinite Eggs & Feathers - 
CHEATO NESTKING 
Fast Banjo - CHEATO 
SUPERBANJO 
Fast Enemies - CHEATO 
SUPERBADDY 
★ SPECIAL CODES 
These won't appear in the 
Cheat Menu 
Unlock All Cinemas - 
CHEATO 

PLAYITAGAINSON 
Character Parade - 
CHEATO 
JIGGYSCASTLIST 
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Rush a: Extreme Racing 


Left. 

★ GAME TIMER 

Hold Z & C-Down & Press C-Up 
Hold Z & C-Up & Press C-Down 

★ NEW YORK CABS 


★ CHEAT MENU 

In Setup hold L, R, Z, C-Up, C- 
Down, C-Left, C-Right. 

★ CAR COLLISIONS 

Hold L & Press C-Right, C-Up, 
C-Left, C-Down, Z. 

Hold R & Press C-Right, C-Up, 
C-Left, C-Down, Z. 

★ GRAVITY 

Hold Z & Press C-Up, C-Down 
(x3) 

★ CONE MINES 

L, R, L, R, L, R. 

★ CAR MINES 

C-Right, C-Right, Z, C-Down, 
C-Up, Z, C-Left, C-Left. 

★ BURNING WRECK 

Hold C-Up & Press Z, Z, Z, Z. 

★ TRACK 
ORIENTATION 

C-Up, C-Right, C-Down, C-Left, 
C-Down, C-Right, C-Up, C-Left. 

★ AUTO-ABORT 

C-Up (x4). 


★ SUPER SPEED 

Hold L & R & Press C-Up, C- 
Down, C-Left, C-Right. 

★ INSIDE-OUT CAR 

Hold C-Right & C-Down & 

Press R, L, Z. 

★ DAMAGE 

R, C-Down, L, R, C-Down, L. 

★ INVINCIBLE 

L, C-Up, R, L, C-Up, R. 

★ INVISIBLE CAR 

C-Up, C-Down, C-Up, C-Up, C- 
Down, C-Up, C-Down, C- 
Down. 

★ INVISIBLE TRACK 

C-Down, C-Up, C-Down, C- 
Down, C-Up, C-Down, C-Up, 
C-Up. 

★ BRAKES 

Hold C-Up & C-Right & Press Z, 

z. z. 

★ SUPER TIRES 

Hold L and Press C-Up, C-Right, 
C-Down, C-Left 


Hold R and Press C-Up, C- 
Right, C-Down, C-Left. 

★ MASS 

Hold L & R & Press C-Up, C- 
Down, C-Left, C-Right. 



TtST Drive « 


★ UNLOCK MEGA CUP 
TOURNAMENT 

Beat all tournaments to unlock 
the Mega Cup Tournament 

★ BONUS CARS 



Win the Mega Cup 
Tournament to 

unlock the Panoz Roadster and 
BMW VI2 LMR then go buy 
them. 



★ SUICIDE MODE 

Hold Z & Press C-Up, C-Down, 
C-Left, C-Right. 

★ DO THE DEW 

C-Down, C-Up, C-Right, C-Left, 
L, R, Z. 

★ KILLER RATS 

Hold L & R & Press Z, Z, Z, Z. 

★ STUNTS 

Hold All Four C's And Press R, 

A, Z, L. 

★ RESURRECT IN 
PLACE 

Hold Z & C-Left & Press C-Right 
Hold Z & C-Right & Press C- 


R, L, Z, C-Up, C-Down, C-Up. 

★ FRAME SCALE 

Hold C-Down & Press C-Up 
Hold C-Up & Press C-Down. 

★ TIRE SCALING 

Hold C-Left & Press C-Right 
Hold C-Right & Press C-Left. 

★ FOG COLOR 

Hold Z & Press C-Down, C- 
Down, C-Down. 

EXTREME MIRROR 
MODE 

When selecting a track highlight 
Mirror then hold all four C's 
then tap right. 



Simpson’s: Night Of 
The Living Tree 
House Of Horror a< 


★ LEVEL 
PASSWORDS 

Enter the following 
codes at the Password 
screen (the Simpson's 
garage). 

Level 2: 

JTWKYTQBBKW 
Level 3: TNSLRYSJGWW 
Level 4: BXPGCFPYJWB 
Level 5: 

WSQJLTQFYWK 
Level 6: 

NPKYGBKTFWQ 
Level 7: XQRFJWRBTWP 
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CT Advance Championship Racing 



ENTER ALL CODES AT THE 
PRESS START SCREEN. 

★ UNLOCK ALL CARS 

Hold L+R and Press UP+LEFT+B. 

★ UNLOCK ALL 
TRACKS 

Hold L+R and Press 
UP+RIGHT+B. 

★ UNLOCK ALL 
TUNING OPTIONS 

Hold L+R and Press 
DOWN+RIGHT+B. 

★ UNLOCK FI MODE 

Hold L+R and Press LEFT+B. 

★ UNLOCK GO-KART 
MODE 

Hold L+R and Press RIGHT+B 

★ VIEW CREDITS 



Hold L+R and Press UP+B 

★ JURASSIC PARK III: 
DNA FACTOR 
UNLOCK EXPERT 
MODE 


Once you beat the game load 
your winning file and start 
again. 




Portal Runner 


★ LEVEL PASSWORDS 

Enter the following codes at the L 
Password screen to unlock the 
corresponding level: 


2: NBNT 
3: FDRD 
4: NVJV 
5: NBRD 
6: PDTG 
7: NTGT 
8: NBGL 
9: PDJP 
10: NVJC 
11: TJDH 
12: VLGL 
13: TJGL 
14: VLJP 
15: NTJV 
16: NTTG 
17: PBRD 
18: TCVJ 
19: VJDG 


20: TGCF 
21: NVLC 
22: TGCG 
23: VJGL 
24: PBDP 
25: NBDG 
26: PDGK 
27: PBGR 
28: TGKR 
29: VJNV 
30: TCMT 
31: VJRF 
32: PCHS 
33: TGMC 
34: VJRJ 
35: TGKB 
36: NTRJ 
37: PDND 
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Sponcebob 
Squarepants: 
Legend Of The 
Spatula 



★ UNLOCK ALL 
LEVELS AND ITEMS 

At the Continue screen enter 
"D3BVG-MOD3." 

This will take you to the first 
level press PAUSE and you will 
see a "Level Select" option. You 
will also have all of the items 
available in the game. 





ENTER AT PASSWORD SCREEN 


★ UNLOCK CAREER 
MODE AND FINISH 
TRAINING 


SBCT 

★ UNLOCK TOURNAMENT 


QKB7 

★ MORE LEVELS & BMX 
BIKE 


TC4D 

★ UNLOCK ALL LEVELS 

PK.4 
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San Francisco Rush 204> 


Be patient with these codes they 
must be done very, very fast. 

★ CHEAT MENU 

In Main Menu Press Z + R + L + 
C-Up + C-Right 

★ CAR /MINES 

L + R + Z, C-Left + C-Down + 

Z, C-Left + C-Up + Z, C-Up + 
C-Right + Z 

★ SUPER SPEED 

Z, L + R + Z, C-Down, L + R + 
C-Down, C-Up, C-Up, C-Up 

★ INVINCIBLE 

C-Right, L, R, R and L, C-Left + 
C-Down, Z 

★ INVISIBLE CAR 

C-Up, C-Down, C-Left, C-Right, 
L, R, Z 

★ INVISIBLE TRACK 

C-Right, C-Right, L + R + C- 
Left, C-Left, C-left, L + R + C- 
Right 

★ BRAKES 

C-Down, C-Down, Hold L + R 
Press C-Up, C-Up, C-Up, Hold L 
+ R Press C-Down 

★ SUPER TIRES 

Z, Z, Z, L, R, C-Up, C-Up, C- 
Left, C-Right, C-Down 

★ MASS 

Hold R Press C-Down, Hold L 
Press C-Up, Hold R Press C- 
Left, Hold L Press C-Right 

★ SUICIDE MODE 

Hold R, C-Right, C-Up, C-Left, 
C-Down, Hold L, C-Down, C- 
Left, C-Up, C-Right 

★ BATTLE PAINT SHOP 

Z, Z, Z, C-Down, C-Down, C- 


Down, C-Left, C-Left, C-Left C- 
Right, C-Up, C-Left, C-Down 

★ ALL CARS 

C-Left (3), C-Up (3), C-Right 
(3), C-Down (3), Hold L + R + 
All C's + Z 

★ ALL PARTS 

Hold L + R Press Z Release, 
Then Press C-Down, C-Up, C- 


Left, C-Right, Now hold L + R 
Press Z 

★ FRAME SCALE 

C-Down (2), L + R + C-Left, C- 
Left (2), L + R + C-Right 

★ FOG COLOUR 

C-Up + C-Right + L, C-Down + 
C-Left + R, C-Right, C-Left, C- 
Right, C-Left 



★ CHEAT MULTI 
PLAYER CHALLENGES 

Follow these steps to complete 
the multiplayer challenges 
without doing them! 

1. Have player 1 select Combat 
Simulator and select Advanced 
Setup. 

2. Player 2 Presses Start 

3. Player 1 Selects "Load 
Settings" on the Advanced 
Setup menu, but does not 
select any setup yet, just stays 
at the "Load Game Settings" 
menu. 

4. Player 2 selects the challenge 
they want to beat in the 
Advanced Setup menu. Player 2 
presses start until the green 
"...and waiting" screen 
appears. 

5. Player 1 Selects the Game 
Settings they want in the Load 
Game Settings Menu 

Note: You must have a custom 
or already made setup, you 
cannot alter it after you load it. 
Now player 1 can drop out or 
join the game it doesn't matter, 
of course staying in will give 
you 2 stars instead of just one. 



Rayman Advancb 


ENTER AT PAUSE SCREEN 

★ 99 LIVES 

LEFT, RIGHT, DOWN, RIGHT, 
LEFT, R. 

★ GET ALL SPECIAL 
MOVES 

DOWN, LEFT, RIGHT, LEFT, UP, 

L. 

★ INVINCIBILITY 

RIGHT, UP, RIGHT, LEFT, 

RIGHT, R. 

★ REPLENISH HEALTH 

L, DOWN, LEFT, UP, DOWN, 

R. 

ENTER AT CONTINUE SCREEN 

★ UNLIMITED 
CONTINUES 

UP, DOWN, RIGHT, LEFT, 
START 



Men In Black 


★ LEVEL 
PASSWORDS 

Level 2—Forest 
Landing Site: 
FCHTRMNS 
Level 3—Alien 
Technology Lab: 
HSDSHSBS 
Level 4—Rocket Silo 
MXNMSNNG 
Level 5—MIB Safe 
House: THXBXSCK 
Level 6 —Halloween 
In Manhattan: 
NNTNDWNY 
At the End: 
NFNTMMDD 
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1. CALL US TOLL FREE on; 

1300 36 11 46 (Monday-Friday) 

9am-5pm EST and have your credit card ready 
For subscription enquiries call (02) 9699 0320 


2. Fax a copy of the completed 
form with your details to: 

(02) 9699 0334 


3. Email your name and address 
with your credit card details to: 
subs@next.com.au 


4. Cut or Copy the form 
opposite and post it with a 
cheque, or money order, or your 
credit card details to: 

Nintendo Gamer Subscriptions 
Reply Paid 634, 

78 Renwick St 
Redfern 
NSW 2016 


5. or you can subscribe at our 
internet site at 

http://www.publishing.next.co 

m.au 

■ At time of payment, the subscription 
coupon becomes a tax invoice. Keep a copy 
of the coupon for tax invoice purposes. 

■ Please allow 4-6weeks for first delivery 
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game packs thanks 

to ACTIVISON!!!! 






























Issues 


at $49.00 inc GST saves 
you over $33.00 

That's like getting FOUR issues FREE!! 


SUBSCRIBE TODAY, and you could 

win a copy of Spiderman: Mysterio's Menace and 
X-Men: Reign of Apocalypse. We have 3 packs to give 
away so get your subscription before its too late! 


Yes! I want to subscribe to Nintendo Gamer 


Offer ends 2nd January 2002 


Please tick: ED I'd like to subscribe for myself &/or: EH I'd like to send a gift subscription for: 

I I 12 issues $49.00 

Enclosed is a cheque/money order made payable to Next Publishing for $_ 

Or charge my credit card for $ 

Card No: 


I I Bankcard EH Mastercard EH Visa Expiry Date:. 
Name as it appears on Card:_ 


Signature:. 


Offer only available to Australian Residents. Expires: 2nd January. Overseas subscriptions available upon request PLEASE PRINT: 

My Full Name:_My Telephone Number: ( )_ 

My Address:_Suburb/Town:_ 

Postcode:_My Email Address:___ 


Please send a Nintendo Gamer Gift subscription to: 

Full Name:_ 

Address: 


Telephone: ( )_ 


Suburb/Town: 


Postcode:. 


NinGQOS. 


Tax Invoice. Next Publishing Pty Ltd. 78 Renwick St, Redfern, NSW. 2016. ABN 88 002 647 645 

Terms and Conditions: 1. Entry is open to residents of Australia except employees and the immediate families of Next Publishing Pty Ltd and its agencies associated with the promotion. 
2. Only entries completed with these Terms and Conditions will be eligible. 3. Entry is by subscribing to Nintendo Gamer magazine from issue 5 December 2001 only. 4. Competition 
begins at 9am 13th November 2001 and entries close at 6pm 2nd January 2002. 5. In determining eligibility the judge's decision is final and no correspondence will be entered into. 6. 
Winners will be drawn at 9am 3rd January 2002 at Next Publishing Pty Ltd, 78 Renwick Street, Redfern NSW 2016. 7. Prizes must be taken as offered and are not redeemable for cash. 
8. Winners will receive a game pack containing two games: Spiderman: Mysterio’s Menace and X-Men: Reign of Apocolypse RRP $139.90. Total prize value $995.00. The promoter is 
not responsible for misdirected or lost mail. 10. The winner will be notified by mail and results published in the March issue of Nintendo Gamer (on sale 20th February 2002). The 
promoter is Next Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick Street, Redfern, NSW, 2016. 
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Next Issue 
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Next issue we go In Focus with the 
most unbelievable racing game to grace 
a console yet! , 


S' 


□ Whacky games 

A feature focusing on all of 
the crazy Japanese 
Nintendo games that never 
made it outside of Japan 


U Previews 

We'll look at PIKMIN again 


next issue, as well as some 
more Sega love and other 
third party stuff! 


with GameCube as well as 
our exclusive coverage from 
the GameCube launch in 
the US! 


□ Interview 

We talk to the guys behind 
SSX Tricky for GameCube 


and go hands on with the 
game to tell you what it's 
like. 


□ GBA buyers guide 

What games are worth 
buying for Christmas? We'll 
let you know, from AtoZ 


□ News From the Front 


Toadovsky returns to give 
you all the underground 
dirt on what's happening 
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are you hyperactive? 
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OUT NOW! 


The Soundtrack to the Game Featuring: 


Tony like you’ve never 
seen him before. 






Skate with friends in all 
new online play. 

1 


_ 

•iiiLiiSpu'ni • « 

■* toUZ&SUtiU *'-•* • ntj.c4StJH&JW 4 riln’JSIn# 

All new flatland tricks like 
Caspers, the Primo, and the 
Handstand Manual. 






GAMEBOY M 

CotoR] 


Enter the ultimate skater’s world. Weave through traffic, avoid annoying 
pedestrians and cause natural disasters as you shred through 
8 massive living levels in the ultimate skating challenge. Master 
new tricks and check your skills by taking it online against your 
friends across town or around the globe. Welcome to my world. 
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SPORTS REVOLUTION 


i Putfctel and asirMed by Activist PufcSshing. Inc Mvtson is a registered trademark and Action 02, Tony Hawks Pro Stater and Pro Stater a r e trademarks ot Activision, Inc. and its atfiates. All rights 
3n develops! fry Neverscft Entertainment he. Garre Boy Color version devetoftd by HotGen StixSos Ltd. TW © Garre Boy Color and NintesxJo &3ireQjtie tojo trademarte of Nintendo. 
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